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PRE-ORDER NOW AND JOIN, THE 


THE END OF AN E 


So if you're still reading, I'm hoping that the following information 
will have you keenly anticipating the second week in November, when 
GamePro Quarterly hits the newsstands: 


© 


© 


Ultimately, we're going to create a publication that has resonance. 
It will connect you to the past—not with some misty-eyed crap, but 
through articles that'll sometimes make you smile, and sometimes 
make you completely reevaluate your perspective. We want to put 
you behind the scenes of important events or controversies. We want 
to reveal insights into what's happening now and excite you about the 
future. We want GamePro Quarterly to be filled with things that make 
you think and that you want to share with friends. 

If that sounds a bit esoteric, that’s probably because it is. We know 
magazines are no longer a mass-market product to be consumed 
by millions. They are a specialized item, enjoyed by people who are 
smart and want to read articles that make them think, make them 
laugh, and are about things they didn't know they know they wanted 
to know about. 


| LOOK FORWARD TO SEEING YOU IN NOVEMBER. 


COVER ILLUSTRATION: 
BILL MUDRON 


GAMFORO 


BUC LET 
LIST 


As the monthly run of GamePro comes Bat AS = 
to a close, we look back on our favorite 7% : 
issues of this long-running magazine. 
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“Look at t the var ou can find in video games!” 


You can consider this month's cover a bit of an 


¢ ret APRIL 2009 
hes EBONY & IVORY 


While the game turned 
out to be quite awful, the 
“fact that we put two of 
my all time favorite | 
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Shadow and Snake Eyes 


from G.I. Joe—is a re- 


MAY 2011 
PINKISH KOMBAT 


minder that sometimes, 
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are more important than 
the games they appear 


in. —Tom 


COLONIAL 
MARINES 


JUNE 1991 

MY SONIC’S COVER 
IS BETTER THAN 
YOURS 


I boug gat t his is 


nae Foe 8 ea 


= he my 
< eae 
in 
ome 8 2 
70 4 


a § 
0 ua the Us 
: +o s i> 
Res signment (1 
living in the U.K.). My 


own magazine, Mean 
Machines, had done a 
Sonic cover that same 


SEPTEMBER 2011 APRIL 2010 
ALIENS AND OUR FOREFATHER’S 
ee JOKES FOREHEAD 


and comparing our covet 
stories and thinking it 
was weird for a games 
magazine to be filled 
with so many comic 
strips. —Jaz 
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Team up. Level up. 


Sure, you can waste your time fighting hackers, viruses and 
trojans on your own, but why? Enlist ESET NOD32® Antivirus 5; 
we've got your back while you get down to the business of 
leveling up. Our enhanced Gamer Mode suspends system 
scans, scheduled tasks and pop-ups, so you can play without 
interruption and stay face-melting fast. 


ESET NO32 Antivirus 5—less lag, more frag. 


ESET 
NOD32 
ANTIVIRUS 5 


www.eset.com/gamer 
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Burnout: Crash! 


Carmageddon: Reincarnation 


Sesame Street: 


Tribes: Ascend Once Upon a Monster 


Darksiders IT 


’ =f a 


Spawn Point: Soulcalibur V 


State of the System 
Our monthly break- 
down on the games 
we're playing on PS3, 
X360, Wii, PC, 3DS, DS, 
PSP. iPhone, and iPad. 


Bullet Points 

A rundown of the pros 
and cons of the latest 
video-game releases. 


Retro 
We put the American 
Gladiators on the cover 


of our September 1991 
issue. Zap! 


BECOME rue 


BECOME tne 
PIERO. Nile 


War casts its shadow across the land. Good becomes evil and hope © 
turns to fear. Now, a new hero must step forward before the 
world is lost forever. 


Transform into a powerful knight, create yours own 
attack combos, forge guilds and embark on an e 
journey where online and offline play 
merge seamlessly. 


WHITE KNIG 
~CHRONICL 


¢ Experience an epic single player 
4% story and quest with up to” 
ay): 6 players online. 


¢ Create and customize your 
own Incorruptus! 
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S U q g e stive Th emes Rising 6 PlayStation.3 Pudtatonittetwor LEVELS D3PUBLISHER 
Partial Nud ity | ©2011 Sony Computer Entertainment Inc. White Knight Chronicles is a trademark of Sony Computer Entertainment America Inc. 
Mild Lan guage D3Publisher and its logo are trademarks or registered trademarks of D3Publisher of America, Inc. Developed by LEVEL-5 Inc. 
pon a gpg | “PlayStation” and the “PS” Family logo are registered trademarks and “PS3” and the PlayStation Network logo are trademarks 
ESRB Use of Alcohol of Sony Computer Entertainment Inc. All other trademarks and trade names are the property of their respective owners. All 


rights reserved. 


MEET THE GAMERS 


Jaz Rignall ¥°. Content 


/\~ -/\ 
=(‘.‘)= My brane is broked. Have kittn plz. 
gd es | 
Now playing: 7iny Tower, Forza 3, Beer Belly Bert’s Brew Biz 
Twitter: @jazrignall 


Karen Chu Art Director 

One of Karen’s biggest culture shocks upon her arrival to 
the U.S. was finding out that Taco Bell survived the “fast food 
wars” in the movie Demolition Man. |n the version of the 
movie she grew up watching in Asia, it was Pizza Hut. 


Now playing: Jiny Tower, Tiny Tower, and more Tiny Tower 


Twitter: @momopeche 


Jason Wilson Group 'Vianeging Editor 


After watching his Civ World mates sit on their hands while 


barbarians attack, Jason remembers why he hates playing 
ee games with other people—it’s because people suck. 

Now playing: Civilization World, Cthulhu Saves the World, 
Dungeons of Dredmoor, Kingdoms of Amalur, Might and 
Magic: Heroes VI 


Twitter: @jason_wilson 


Tom Price =xecutive Editor 

With all these huge games on the way—Gears of War 3, The 
Elder Scrolls V: Skyrim, Battlefield 3, Call of Duty: Modern 
Warfare 3—Tom is already practicing his “sick voice” for when 
he has to call in absent to the office. How does one mimic 


being in a three-month coma? 


Now playing: Army of Darkness: Defense, Tiny Tower, Alice: 
Madness Returns 
Twitter: @Tomelet 


Justin Haywald ©xecutive Editor 

Years of diligent study finally paid off: Justin learned the 
difference between poison oak and the common fern. Too 
bad it was after a week-long nature hike through Fern and 


Poison Oak Canyon.. 


Now playing: /nsane/y Twisted Shadow Planet, Tiny Tower, 


Catherine 


Twitter: @justinhaywald 


Patrick Shaw Senior Editor 

Inspired by Stan Lee’s TV show, Superhumans, Pat’s thinking 
about contacting the producers to document his ability to 
devour nachos at a superhuman rate. 

Now playing: F.F.A.R.3, Ms. Splosion Man, Tiny Tower, Video 
Poker 

Twitter: @patrickshaw 


_ GAMING - 
' EXPERTS * 


Ty 
are here toi tell you 


WHAT'S HAPPENING & CooL 


«oeoe*? Inthe ©* 22 ee 
WORLD OF 
GAMING 


Will Herring “eviews Editor 

Will wants to play 
the blues, so he’s 
learning the bass. It’s 
going very slowly. He 
has the “I’m Not Very 
Good At Playing the 


Bass Blues.” Ironically, he’s not good enough 


at the bass to play them. 
Now playing: F/ Shaddai: Ascension of the 
Metatron, Alpha Protocol, Pocket Academy 
Twitter: @gp greyscale 


Chris Holt Sr. Associate Editor 

Chris currently isn’t 
in the office because 
he's out at a family 
reunion on the East 


Coast. He’s been 


banned from all 
family pictures for the foreseeable future. 
Now playing: NCAA Football 12, F-E.A.R. 3 
Twitter: @BicycleSquid 


Kat nae Associate Editor 

- Kat is taking her 
beloved Golden 
Gophers to the Rose 
Bowl for the first 


time in 50 years. No, 


seriously. 
Now playing: NCAA Football 12 
Twitter: @the_katbot 


Chris Parisi Video Producer 

Chris has hada 
sudden craving for 
chicharrones, those 
crunchy pieces of 
fried pork skin that 


you only find in 
dirty gas stations or flea markets. There’s a 
place down by the Ferry Building in S.F. that 
sprinkles it on top of hot dogs. 

Now playing: Jerry Rice and Nitus’ Dog 
Football, NHL 11 

Twitter: @chrisparisi 


panei Noble Stafi Editor 

McKinley loves 
Halloween. It’s one 
of the only times 

of the year that 
hundreds upon 
hundreds of young 
girls invade the streets wearing nothing but 


high heels, cat ears, and lingerie. Normally, 


you'd have to pay a huge cover fee this 
kind of action so late at night. 

Now playing: Dead /s/and, Bleach: Soul 
Resurrection, Batman: Arkham City 
Twitter: @KenTheGreat! 


Olivia Hubert ©c torial Assistant 
After rereading 
Preacher for the 
second time, 
Olivia is planning 
the details of 

her Halloween 
costumes early this year. White jeans and 
a black button-down for Jesse Custer 
doesn't seem too hard to find, but where 
the hell does anyone go to get an Arseface 
in this economy? 

Now playing: A/ice: Madness Returns, 
Undead Nightmare, Game Dev Story 
Twitter: @speakeasywylie 


Emanuel Maiberg ©<'toria! Assistant 
Manny spent 

the majority of 
this month in his 
palatial summer 


home gaining 


weight and taking 
a break from the cut-throat world of video- 
game reviewing. 

Now playing: B/ock Breaker 3, 
Motorstorm: Apocalypse 

Twitter: @BergBlog 


Andrew Yang ©r. Graphic Designer 
Andrew has been 
kidnapping small 
babies and hiding 
them in mazes for 


families to find. 


Due to America’s 
embracing of childhood obesity, Andrew 
has found it’s too laborious to carry a fat 
child all the way there, let alone fit them 
through corridors. These days he just 
leaves them in a bucket at the entrance. 
Now playing: Red Johnson's Chronicles 
Twitter: @stitchmind 


Will Chu Graphic Designer 

After working 
for GamePro for 
three years, Will 
is moving on to 


face the reality 


of a unemployed 
struggling artist—eating caviar off the 
stomachs of beautiful women and relaxing 
by the impeccable shores of L.A. He feels 
rather bittersweet about leaving and will 
miss working with his fellow brethren. 
Now playing: Super Street Fighter 4: 
Arcade Edition, Tiny Tower 

Twitter: @ashjaw 


atin, Ce 
ES 


GAMESPOT 


E2'2011 / 


www.worldoftropico.com LIVE. 


Copyright © 2011 Katypso Media Group. All rights reserved. All other logos, copyrights and trademarks are property of their respective owners. 
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Civilization series creator 
SID MEIER asks us this month: 


“IN THE HISTORY OF COMPUTER GAMING, 
WILL THIS ERA BE LOOKED BACK ON AS ONE 


OF THE GREAT TIMES...0R NOT AS MUCH?” 


JAZ SAYS: 

Most certainly. This is one of the most 
important times in gaming history, and 

| firmly believe that gaming historians 

in the future will study this period to learn 
about the origins of social, connected 
gaming. Facebook games are opening up 
entirely new audiences of unprecedented 
numbers of gamers. Big-franchise MMOs 
are reaching multimillions of people for the 
first time ever. Most games are adding 
social multiplayer components and services 
to enhance the experience. It’s clear that 
gaming is in a transition from a local 
experience to one that will be shared by 
many, and we're right in the middle of that. 
Now you can play pretty much any time, 
anywhere, with any number of people—and 
| think in the future, people will find it 

hard to imagine there was a time when 

you couldn't. 


WILL SAYS: 


I'd hesitate to call this a “golden 

age of gaming” in terms of quality, but 

in terms of both creativity and progress 
for the industry, we're living in a certified 
“platinum age,” if you will. Generations past 
spent literal decades dwelling on the same 
tired tropes and staid gameplay genres, 
and while we still find ourselves falling 
into those traps from time to time, only 
recently have both independent and 
commercial developers really been urged 
to truly experiment with the medium itself. 
Look at the baby steps taken between E3 
in 2001, then 2002, then 2003; now check 
out the huge strides from E3 2009 to E3 
2010 and 2011. It’s fascinating—and very 
exciting—stuff. 


ADVERTISING ():c868c6 cats Nous 


TOM SAYS: 

Important? Yes. Great? Well, 

in terms of the quality and 
innovation of the mainstream titles 


dominating release calendars, probably not. 


We're suffering through a period of 

fear and hesitancy by the major publishers 
to take chances on new intellectual 
properties. Most of the triple-A titles 
released in recent years have been 
sequels, meaning the big players are just 
sticking to what works. It’s all fantasy 
role-playing games and military shooters. 
| think we will look back on this period 

as the beginning of some very important 
transitions for the gaming industry, but in 
terms of overall quality and innovation, 
we've seen much better days. 


PATRICK SAYS: 

I'd say so. Even though | have extremely 
fond memories of past gaming eras— 

like the early 90s, when | was pumping 
Cacodemons full of hot lead in Doom— 
now’s truly a great time to be a gamer. | 
remember a time when there'd be three or 
four games a year that I'd be really excited 
to play. These days, it’s more like three 

or four games every month, as there’s a 
constant surge of exciting new games 
hitting shelves (and virtual stores like 
XBLA and PSN). And while it’s true 

that a huge chunk of new releases are 
sequels, | think that’s more a testament 

to the strength of the kinds of video-game 
experiences people are getting sucked into. 
We don't want to stop playing our favorite 
franchises because a lot of effort (and 
money) has been poured into them to keep 
them fresh and interesting. 
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Sales Director, Southwest 


ngeist@gamepro.com 
jreback@gamepro.com 
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ACADEMY of ART UNIVERSITY® 


FOUNDED IN SAN FRANCISCO 1929 BY ARTISTS FOR ARTISTS 


Rob Arnold 


Acting 

Advertising 

Animation & Visual Effects 
Architecture’ 

Art Education 

Fashion 

Fine Art 

Game Design 

Graphic Design 

IIlustration 

Industrial Design 

Interior Architecture & Design 
Landscape Architecture 
Motion Pictures & Television 
Multimedia Communications 


Music Production & 
Sound Design for Visual Media 


Photography 
Web Design & New Media 


Collaborative Student Project 


Collaborative Student Project 


YOUR AA, BA, BFA, MA, MFA OR 
M-ARCH ACCREDITED DEGREE 


IN CONTINUING ART EDUCATION COURSES 


PRE-COLLEGE SCHOLARSHIP PROGRAMS 


79 NEW MONTGOMERY ST, SAN FRANCISCO, CA 94105 
Accredited member WASC, NASAD, CIDA (BFA-IAD), NAAB (IM-ARCH) 


“Acting, Architecture (BFA) and Landscape Architecture degree programs 
not currently available online. 


Visit www.academyart.edu to learn about total costs, median student loan debt, 
potential occupations and other information. 


EVENT CALENDAR 


A huge day for game releases sees Dead Island, Resistance 3, 


Labor Day is the unofficial end of summer, though the 
first day of autumn isn’t until later in the month on Sept. 23. Warhammer 40K: Space Marine, and Tera Online all drop today. Also, don’t 
Put away the whites and start rocking those earth tones! forget to pick up Scarface on Blu-ray. 


Sey EE on Ret RRO 


a 3 
Another major game drop comes today with NHL 12, 


Time to gas up the Arwing. One of the most anticipated revivals of 
a classic Nintendo franchise comes to the 3DS with Star Fox 64 3D. Supremacy MMA, and The Gunstringer all hitting shelves. 
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Arrrren't you glad it’s Talk Like a Pirate Day? We’re not. It 
drives us nuts. When’s Talk Like a Crusty Old Prospector day? 


i > -@ : an (is: : Be 8 TANS EE 8 aN 
One of the absolute biggest games of the year, FIFA 12 may be one of the best-looking sports games of the year, but the 
Gears of War 3, emerges from The Hollow today. If remastered Ico and Shadow of the Colossus Collection for PS3 is what we’ve 
racing is more your bag, go pick up F1 2011. been waiting for with bated breath. 


15% of adult height is 
added as a teen—see how 
milk’s nutrients can help at 
bodybymilk.com/christbosh 
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Drink up. 


October 


“(Regarding J right this very second, 
Ihave afew games on my iPad 2 that rival, and in some ways 
surpass, the graphical power of current-gen consoles. I spend 
$1 to $5 on console-quality games for my iPad, iPhone, or iPod 
Touch, compared to $65 on a console. 

soon, this sort of gaming is eventually going to take over. 
Why should we have to go out and buy consoles that cost 
$300 and more, and then buy $65 games, when you can just 
plug your iPad into your TV, and have thousands of games at 
your fingertips at the fraction of the price of a console retail 
release? Haters are going to hate. They can’t stand the fact that 
the iPhone is so popular and offers more variety than their 
consoles. They try and think of every excuse in the book to 
downplay the iPhone's significance, even if it means lying.” 
—EKGPROD / Forum Rank: / Posts: 


“ For daily updates, follow us at Twitter.com/gamepro 


DROP US A LINE AT FEEDBACK @GAMEPRO.COM 


ey, [ll completely admit that 
I was one of the early iPhone 
haters. When I first saw it at 


Macworld 2007, my initial reaction was 
confusion, apprehension, and even 
some mild disgust. Four years later, I’m 
practically married to my iPhone. 

But even as tremendously popular as 
iOS gaming has become, there will likely 
always be a demand for video games 
with much longer development time 
than the average iPhone or iPad game. 
There's a tangible difference between 
many big budget titles like L.A. Noire 
and smaller mobile games like Cause of 
Death. Both are remarkable in their own 
way-—and in reality there's plenty of 
room in gaming for a variety of shapes, 
sizes, and prices of games. 

—McKinley Noble 


It seems like everyone's 
getting hacked these days. 
Do you feel safe? 


eee erer rv ese seas eer eee veaneenveneeseeaeeneseevenvueseseesaee 


A little. This hacking thing is 
getting out of hand. 


59% 


Hackers can’t get me. I don’t 
even own a computer. 


18% 


Yes! Oh my god, the hackers— 
they’re everywhere! 


14% 


Yup. Every site I visit has a unique 
password that I change weekly. 


» 
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“A free trial period of 10-14 days isn’t the same 
as free-to-play, but a level 20 cap still sucks.” 


—modmeplease / Forum Rank: / Posts: 


‘Never played it, and [never ‘Lused to say that... “People on crack 
will..[ really hope! dont nave | Trustme,itsnotasbad =: saythesame thing. 
to eat those words.” as you think.’ —Fat_bot / Forum Rank: | 
—nadohawk / Forum Rank: Post —stéevn7 / Forum Rank: / Posts: Posts: 


si 
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Posts: / 


Art Attack 


—CHERUB2G / Forum Rank: 2 / 


Our Art Attack winner this month is animator/photographer/painter 
Juan Tobaru, known for his stylish, colorful collages and street art. 
We asked him about his gaming roots, why he likes Mega Man, and 
how his hobbies tie into his artwork. Check out more of his artwork 
at http://juantobaruttumbIrcom/ or follow @juan_tobaru on Twitter. 


+> “My Mega Man piece is some 
kind of collage. It was painted with 
acrylics, and then | did the outline 
with a black ink marker. | wanted to 
make it look like the original Mega 
Man, because that game came out 
on 1987, the year | was born.” 


> “| love to read like a maniac. Any 
book is welcome, as long as it has 
pages. Music is another hobby—I 
play guitar and bass. I’m not really 
good at any of them, but it fills me 
up with so much energy, as much 
as making art pieces.” 


>| first played Mega Man X back 
in the 1990s, when the Super 
Nintendo came out. Some of my 
favorite games are Mega Man, Joe 
& Mac, Metal Slug, and Samurai 
Shodowpn. | [was] really into 

the old-school Super Nintendo 
games. Nowadays, I’m really into 
Call of Duty: Black Ops.” 


> “I've always enjoyed Vega Man 
artwork. | think he’s a unique char- 
acter who shows innocence and 
power at the same time.” 


Want to get your art featured in GamePro? Send your art to us via 
feedback@gamepro.com or mail it to GamePro Art Attack, 501 2" Street, 
Suite 500, San Francisco, CA, 94107. In either case, be sure to include 
your e-mail address so that we can contact you to chat about your work! 


“You dont like hat-trading simulators?” 
—ShortHairedOffender / 


“You should. It’s an absolute blast. The 
whole trading thing is annoying, though. 


—MKDrifter / Forum Rank: 


”” 


/ Posts: 


Forum Rank: / Posts: 


IN CASE YOU DIDN'T KNOW, THIS IS THE BEGINNING OF THE MAGAZINE 
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KNAGKS, JUNK, ‘ 
KNACKS JUNK,  BEERARCADE SOULCALIBUR V’S 


rate erase. ] NEW FIGHTERS | ON 
WHATCHAMACAL- \ 
LITS, WHATCHA- 
MAHOOZIES, THIN- 
GIES, SOMETHING- 
OR-OTHERS, ODDS, 
ENDS, ASSORTED 
CRAP, AND SOME 
OTHER STUFF. 


GEARS OF WAR: 
THE BOARD GAME 


Part arcade racing-game 
cabinet, part beer tap, Dream 
Machine's Beer Arcade may 
be—just a little—impractical. 
Yet it’s still the manliest 
video-game platform ever 
Frankensteined together. 


How are you going to 
play Gears of War when 
the power goes out? By 
going old school with 
cardboard, plastic and 
dice. Gears of War: The 


Board Game features tiny We got a sneak peek at a couple of the new fighters we'll 


see in the upcoming Soulcalibur V. One is a cute little ninja 


figurines, artfully designed : named Natsu, who fights like Taki because, well, she is 
cards and seven different | being trained by Taki. The other is an emo tough guy named 
missions represented by 7 Z.W.E.I., whose weapon is a flying punch-bot with a wolf’s head 
separate game boards. Your — named E.I.N. Wir sind gepumpt. 


Parcheesi box will collect 
even more dust now. 


* FOR DAILY UPDATES, FOLLOW US AT TWITTER.COM/GAMEPRO 


ELS AM TU REALLY 
KICK SOME ASS 


GOLDEN 
Seve. 
RE- 
EOADED 


Nauvy— «d4T1 AW SNIWNSNOO SI YAMOL ANIL, << 


The good folk over at Good Work 
Systems, which specializes in 
ergonomic computer peripherals, 
says that “IT’S ABOUT TIME WE 
GOT OUR FEET IN THE GAME.” 
(Their all-caps text, folks, not ours). 
The Fragpedal Quad PC Gaming 
Footpedal has a pedal and two 
buttons for each foot, and you can 
map macros and other sequences 
of commands to them. It allows you 
to put the “foot” into “foot soldier.” 
And, yes, we're sorry for typing 
those words. 


pee eee S* a MS. SPLOSION MAN 
@ PINBALL FX BOARD 


OODIOE: 
Fal EG Es 
BROSNAN: 
SEXY SELIN SODERBERG Poco saasaeacineaiedieaens 
bh ” : _ We showed you the sweet Captain 
AS R : NA F RO M ELS WORD @  LEMEBES OF ~ America Pinball FX table a couple 
me PVR ANGERS: ~ months back, but get ready for a 
What’s a good way to get your lesser-known, free-to-play ; - pinball theme that will blow (up) 
MMORPG into GamePro magazine? Hold a cosplay contest : your mind. Ms. Splosion Man is 
with cute girls. For her Rena costume, Selin won a trip to , - coming to Pinball FX sometime 
South Korea, the home of E/sword developer KOG Studios. : around the end of August. Boom! 
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—MCKINLEY N NOBLE ALKING ABOUT THE 


SELK'BAG 4G LIT 


LL-BODY SLEEPING 


BAG THAT'S BEING PROMOTED AS A SOLUTION 


FOR CHILLY GAMERS 


And now, no one at the GamePro office will ever go near that thing again. 


Cut the Rope, the popular mobile puzzle 
game that’s been downloaded over 35 
million times, is getting its own comic book. 
Thanks to an agreement between ZeptoLab 
and Ape Entertainment, who also created a 
digital comic for Pocket God, you'll now be 
able to follow the adventures of Om Nom 
as he...eats stuff? Who knew he even had an 
origin story?! 


SPONGEBOB 
BETTER NOT 
BE JUICING 


We love cartoons 
=| on Nickelodeon like 
SpongeBob Squarepants 
and Ren & Stimpy (and yes, 
we are adults). We also love 
baseball, so the new Nicktoons 
MLB from 2K Play is hitting 
all the right buttons. Pit real 
big leaguers against Nicktoon 
faves, like Invader Zim and 
Avatar the Last Airbender, and 
watch Adrian Gonzalez whiff on 
Spongebob’s nasty sinker. 


OOOO OOOO OOO OOOO OOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO OOOO OO OOOOOOOOOOOOOOOOOOOOOOOOOOO OOOO OOOOOOOOO OOOO OOOOOOOOOOOOODOODOODODOMDOODODODOMOIDIOO 


| MOST UNNECESSARY VIDEO GAME 
AWARD: DEEPAK CHOPRA'S LEELA 


Famed alternative-medicine dude 
Wi Deepak Chopra is getting his 
own game for Kinect and Wii. He 
says the game could “accelerate neural 
development and biological evolution.” 
Sounds...riveting. 


PERKY JERRY: 
THE GAMEPRO 
TASTE TEST 


Caffeinated beef jerky might sound like a 


recipe for hardening your arteries, but Perky 


Jerky contains no nitrates (a carcinogen) 
or MSG, and it actually tastes pretty good. 
Here’s what the editors had to say: 


“Turkey isn't really meat, 


So I’m picking the beef flavor as my favorite. 


Overall, it was thicker, darker, and just 
plain better.” 


“As somewhat of a jerky connoisseur, | 
was pleasantly surprised by how tender and 


flavorful the meat is. Meat + energy = win.” 


“Tastes like it was marinated in 
Mountain Dew.” 


| “My ass hasn't exploded yet, 
but the Perky Jerky was pretty good. 
Tastes just like regular jerky—I can't really 
taste the guarana in it, though | do feel 
really energized.” 
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While we still have some doubts 
about the new Star Wars Kinect 
game (can’t we just pretend the 
prequels didn’t exist?), this new R2-D2- 
themed Xbox 360 is pushing some major 
nerd buttons. You can have your gold Wii 


Remote—a 360 controller that looks like 
C-3PO gave birth to it is just way cooler. 


“WOW U DORKS CAN'T 

LET THAT GO, YOU 
HAVE NO IDEA WHAT 
REALLY HAPPENED, 
BECAUSE UR NOT IN THE 
BIZ, UR A SPECTATOR... 
TO ALL MY DORKS, SORRY 
BOUT MY SPELINZ BUT 
IT DIDN'T HAVE MUCH 
SKOOLIN SINCE I HAD 
TO LEAVE HI SKOOL 
PARLIC PUR SUME LOSER 
ACTING JOBS.’ 


Kennedy recently lashed out at Internet 
critics for reminding him about his 
notoriously awful E3 2007 hosting gig 
for Activision, which apparently is still a 
sore subject. 


// GP SAYS: We're no film experts, but 
Kennedy did star in 2003's tour de force, 
Malibu’s Most Wanted. /sarcasm. 


DEVELOPER SPOTLIGHT 
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TORTURE IN GAMES 


MEDIEVAL 
Disk ANG oe 
SUFFERING 
AND UNSA- 
VORY INTER- 
ROGAT LON 
TECHNIQUES 
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One of the earliest video 
games featuring explicit 
torture is an arcade game 
called Chiller. The campy but 
exceedingly sadistic game 
allows players to shoot at 
shackled, half-naked (and 

in some cases, fully naked) 
men and women, which 
triggers various medieval 
torture devices to eviscerate, 
dismember, and behead your 
virtual prisoners. 


THEN 


Based on Harlan Ellison’s 
postapocalyptic short story 
of the same name, / Have No 
Mouth, and | Must Scream is 
labeled as “interactive fiction” 
for PC and Mac. It’s about 

a sinister A.I. named “AM” 
who wipes out the human 
race—with the exception of 
five people (whom you play 
as) it’s been torturing for over 
100 years. 


One of gaming’s most 
memorable moments of 
virtual torture appears in 
Metal Gear Solid. After the 
capture of Solid Snake, 
Revolver Ocelot puts the 
genetically engineered 

spy into a machine that 
administers agonizing bursts 
of electricity. The scene also 
requires players to furiously 
press a button to regain their 
strength—or another button 
to succumb to the pain. 


An unexpected phenomenon 
takes place when some Sims 
players grow bored with 

the regular game and begin 
devising ways to torment 
their Sims via starving them, 
drowning them in swimming 
pools, and even putting them 
in situations where they'd be 
burned alive. 


Perhaps one of the most 
grotesque examples of 
torture in a game is in 
Rockstar’s grisly stealth 
title, Manhunt. The game 
essentially plays out as an 
interactive snuff film that 
encourages the player to 
murder death-row inmates 
in ways that range from 
braining them with a crowbar 
to suffocating them with a 
plastic bag. 


EMBODIMENT OF PAIN 
While most video-game 
depictions of instruments 
of torture are stationary, 
Painkiller features several 
fully mobile enemies that 
are permanently affixed to 
things such as a perpetually 
zapping helmet from an 
electric chair and enemies 
nailed to heavy crucifixes. 


While not exactly “torture,” more and 
more modern video games ask players 
to decide whether or not defenseless 
enemies shall live or die. These optional 
executions can be restrained (harvesting 
Little Sisters in BioShock) or gruesome 
(chainsawing enemies in half in Gears 

of War). 


An unnecessarily unpleasant PC Flash 
game, simply titled Jorture Game, rears its 
ugly head on the Internet. The game cuts 
Straight to the gut-wrenching gameplay 

in which a naked man can be butchered, 
skinned, and violated with bullets, razor 
blades, rope, a chain saw, and massive 
5-foot-long spikes. 


Konami's survival-horror game based 

on the $900 million-grossing Saw film 
franchise places players in the role of 
Detective David Tapp (Danny Glover’s 
character from the original film). Saw: 
The Video Game isn’t as monstrous of a 
success as the movies, but it does well 
enough to spawn a sequel dubbed Saw //: 
Flesh and Blood. 


Quantic Dream's ambitious thriller, Heavy 
Rain—and its emphasis on interactive 
Storytelling over action—isn't for 
everyone. But the game's capability to 


thrust players into tense situations is quite 


effective, such as one where an old man 
ties the player to an operating table and 
attempts to drive a power drill through 


Call of Duty: Black Ops’ Hong Kong 
mission begins with the player 
interrogating Dr. David Clarke. But instead 
of traditional questioning, the player 
presses a series of buttons to shatter a 
window, insert a large glass shard into 
Clarke’s mouth, and then repeatedly 
punch him in the face to turn his mouth 
into a bleeding mess. 


NOW 


Many video-game depictions of torture 
seek to shock or repulse. Some games, 
however, use the act of inflicting physical 
pain for humor, such as Bulletstorm. The 
game not only encourages you to do 
things like feed enemies to giant flytraps 
but also awards points based on how 
creative your kills are. 
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QUESTION 


WILL THE REJIGGERING OF 
BATTLEFIELD 3'S SOLDIER 
CLASSES FUNDAMENTALLY 


CHANGE THE GAME IN A WAY 


FANS WON'T LIKE? 


CONTENDERS 


GP EDITOR © 


KAT 
BAILEY 


GP EDITOR 


STANCE 


KAT BAILEY: 


TOM PRICE: 
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LETS GET 
READY TO 
RUMBLE! 


x kkk 


if OCTOBER 2011 


* 


* 


WHERE’S MY 


MEDIC! 


ROUND 1 


“A*: I'm feeling a little skeptical about 
some of the changes to the classes in 
Battlefield 3.| was a heavy Medic player 
in Battlefield: Bad Company 2, and it bugs 
me to have the Defib on the Assault Class. 
| Know the argument is that Assault is up 
front, so they should be able to revive 
teammates. But it wasn't like the Medic is 
weak or anything. I’m just not feeling this 
new Support class. 


ROUND 2 


‘4°: Well, the Medics have to defend 
themselves somehow. Right? Honestly, I’m 
down on the Support class because they 
didn't have any of the heavy weapons 
that | know and love: just an AK-47. What 
bugs me is that I’m not one to hang 

back and lay down suppressive fire, but 
the only alternative is to pick the more 
straightforward Assault class. | can see 
where DICE is going with this, but part 
of me hates them for making me choose 
between being on the front line and 
wielding an LMG. 


ROUND 3 = 


KAT: It’s not an AK? Maybe | just grabbed 
the wrong gun! In any case, the capability 
to go prone ought to have a huge impact 
on the Recon class, as it does so much 

to reduce their visibility. But I’m with you 
on the Engineer; it’s just not much fun to 
run around with that crummy little gun. 
Given how invaluable they are to vehicles, 
maybe DICE was content to leave them 
alone. Regardless, I’m willing to give the 
Support class a try, but | do wonder how 
much use the suppressive fire will be 

in the chaos of a random battle, where 
there's far less teamwork than usual. 


TOM: It never made sense to me that the 
Medics carried the heavier machine guns. 
The point of having those on the battlefield 
is to lay down covering fire and suppress the 
enemy from a protected position. How are 
you going to do that and heal dudes up on 
the line? The support guys should have that 
larger weapon, and I’m also glad they will 
finally earn some XP just for suppressing the 
other team. 


TOM: [/n military nerd voice] Erm, it’s not 
an AK-47,; it’s an RPK, which looks similar 
but is a heavier weapon, OK? Keep in mind 
we haven't seen all the weapons that are 
going to be in the game. |, for one, kind of 
like staying back and being the Support guy. 
But that’s because | like to hide and shoot. 
The changes they made could make some 
interesting tweaks to the overall balance. 
But | wonder why they didn’t mess with the 
Engineer and Recon classes more? 


TOM: In the two times I’ve played the game 
SO far, I've mostly stuck to the Support class, 
because that’s my kind of thing. But | think 
we're not going to see just how much the 
classes have been rebalanced until we see 
the full list of equipment at loadout options. 
Then we'll see if players are feeling the same 
skepticism as you are. 


TERT =—— 


Kat will soon come to love the new classes because it is still Battlefield, and she knows it’s going 


to be as great as Tom says. 
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Mild Language 
Suggestive Themes 
Use of Tobacco 
Violence 
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@ BATMAN: TH & © DC Comics, {st} 


WHEN IN DOUBT 


Not all of the weapons in Gotham 
City Impostors are homemade. 
Shotguns, assault rifles, and other, 
more traditional instruments of death 


are also readily available. 
A PICTURE IS WORTH A 1,000 
WE'RE NOT GOING 
TO MAKE YOU READ THAT MANY. 


- WEAPON OF MASS 
MENTAL DEFICIENCY 


DO-IT-YOURSELF 
SUPERHERO (OR VILLAI 


KEEP OUT 
OF REACH 
OF CHILDREN 


GOTHAM CITY. 
IMPOSTORS 4 


q 


PWN 
DEPOT 


PVC pipe has a 
multitude of everyday 
uses. Our favorite, 


however, is /mpostors’ 


improvised rocket 
launcher, which may 
be crude in design 
but is just as capable 
of turning you into 
human lasagna as the 
real thing. 


A BATTY FIRST-PERSON 
SHOOTER FROM THE 
CREATORS OF F.E.A.R. 
AND CONDEMNED. 


. SURE, BATMAN: ARKHAM 

“© ASYLUM IS CERTAINLY 

THE “BIGGER” BATMAN GAME 
COMING SOON TO CONSOLES, BUT 
GOTHAM CITY IMPOSTORS SHOWS 


TREMENDOUS PROMISE, TOO. 


AS ELTHER A PHONY BATMAN 
(“VIGILANTE”) OR JOKER (“CRAZY”), 
THE UPCOMING SHOOTER ALLOWS 
YOU TO CUSTOMIZE EVERYTHING, 
LIKE THE MAKESHIFT WEAPONS 
YOU TAKE INTO BATTLE AND THE 
COLOR OF YOUR PANTY HOSE. 
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May contain content 


inappropriate for children. ee 
Visit www.esrb.org for EDG EHAMMER 


rating information. GAMES. 


Jf Ii rights reserved. The rating iconis a 
the Xbox logos are trademarks of the Microsoft 
© Names are the properties of the respective owners. 
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MONSTERS, 
MAYHEM, 


SLAM DUNKS 


ctober brings a great mix of games to salivate over: Burnout: Crash turns one of the 

series most beloved modes into a standalone game; it's time to dust off your jetpacks 

tor Tribes: Ascend, find out what real kids think of the adorable Sesame Street: Once 
Upon a Monster, learn how to chainsaw zombies with Kinect in Rise of Nightmares; find out 
NBA 2K12's five best legendary ballers; a classic car-combat game returns in Carmaggedon: 
Reincarnation, and Death comes to the fore to help his brother in Darksiders II. 


Not the most charming bloke of the Four Horsemen, Death takes a starring turn in Darksiders II. 


PREVIEWS 
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Each crash begins with you 
1 driving into the intersection 

along this main road. If you 
have to be respawned (like, say, 
after falling down the hole [9]), it'll 
be back along this route. 


The street is full of smaller 
2? items that you can smash 

for points on the way into 
the intersection without initiating 
the main wreck. Get a bunch of 


them in a row to score a smash 
chain bonus! 


Traffic is moving across the 
intersection here, so pick a 
good moving car to initiate 


the wreck. Don’t whiff completely 
or else you'll have to start over. } ] 


This is a Sports Car. 
Three are parked in every 
intersection. These are 


worth a lot more points than 
normal traffic. 
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BURNOUT: 


piatera A favorite Burnout mode gets its own 
: =! standalone game. 


WORDS BY TOM PRICE 


ertain elements of the new downloadable 
Burnout: Crash! from Criterion Games are 
sure to elicit some mixed responses from 


help you ramp up the virtual money. That it’s also 
featuring Kinect controls may give a few gamers 
pause—you can still use a controller, don’t worry— 


fans. In terms of perspective and art style, it’s quite 
different from what previous games the series have 
offered before. But at its core, it’s still the same crash 
gameplay we know and love, with lots of explosions, 
after-touch controls, and specialized vehicles to 


but this new take on the classic pile-up minigame still 
has a lot of fun packed into it’s rather simple premise. 
Here's our look at one typical crash intersection and 
the multiple ways you can score points in it. 
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Once your crash has begun, the 

Crashbreaker is armed. This ring 

shows you that the Crashbreaker 
is ready to fire, and it also shows its 
radius. The Crashbreaker explosion 
damages everything around you, and 
it also pushes traffic around. Send cars 
flying into other cars or into the pit to 
score valuable Skillshots. 


You score points when traffic is 

crashed. When wrecked cars take 

enough damage, they burst into 
flames and explode, netting you double 


the points you received for originally 
crashing it. 


Buildings can also be destroyed, 

but they take a lot of damage 

before they blow up. But bringing 
down the house(s) generates a lot more 
money than blowing up mere cars. 


This is the Gold Car. It is the most 
expensive vehicle and therefore 


worth the most points. One is 
hidden in every intersection. 


Each intersection has a hole. You 

can score a Dunk Skillshot for 

pushing traffic down it, and if you 
jump down it yourself, you can respawn 
at the start and drive into the crash again. 


Using the hole (9) gives 
10 you an opportunity to take 
an alternate route on your 
second drive in and score even bigger 
smash chains, while also short-cutting 
you to a different area of the intersection. 


There’s plenty more items to smash for 
more points along these other routes. 


PREVIEWS // TRIBES: ASCEND 


One of the greatest multiplayer shooters 
of all-time returns, jetpacks included. 


WORDS BY TOM PRICE 


he news of a new Tribes 

game should elicit one 

of two reactions from 
you, depending on how long 
you ve been playing games. 
Either “Whoo-hoo!” or “What 
is Tribes?” The third possible 
reaction is “It’s going to be free 
to play? OMFG.” 

The Tribes series is one of 
those seminal franchises that 
seems to have been forgotten 
by the younger generation of 
gamers. Previous attempts to 
relaunch the series were met 
with mixed critical reception 
and decidedly weak sales—poor 
enough to put the kibosh on 
any attempts at bringing this 
amazing large-scale multiplayer 
experience back. 


Capturing the Flag 
Until now. Hi-Rez Studios, 
creators of the F2P MMO shooter 
Global Agenda, bought the rights 
to the franchise from the now- 
defunct browser-game company 
Instant Action. According to 
Hi-Rez COO Todd Harris, “Those 
guys were not looking to get rid 
of it, but we made them an attrac- 
tive offer.” It's a good thing, too, 
because the new game they are 
working on, Tribes: Ascend, looks 
like a throwback to the original 
gameplay that earned the series 
such a rabid following. 

Hi-Rez is actually working 
on two games: Tribes: Ascend, 
which is “about fast-moving and 
high-flying combat, combined 
with teamwork and strategy,” 


and Tribes Universe, a persistent- 
world MMO shooter. “We de- 
cided we could best deliver that 
Tribes feel by focusing first on a 
match-based online multiplayer 
shooter,’ Harris says. “Tribes: 
Ascend is that game.” 


Ski School 


When it comes to the gameplay, 
Tribes: Ascend is looking a lot like 
the traditional modes of play 
from Tribes and Tribes 2. You'll 
use jetpacks to travel across the 
wide-open, large-scale maps, and 
the concept of “skiing”—where 
players scoot along the ground 
at great speeds using gravity and 
momentum—is back as well. 


But Tribes: Ascend will have some 
upgrades. According to Harris, 


“We want skiing to be accessible 
for a new player but also to have 
a learning curve so reaching 
superhigh speeds requires player 
skill and practice.” 

The return of Tribes is a great 
thing for fans as well as those 
new to the franchise. And with 
the Free-to-Play format, where, 
according to Harris, players 
“can optionally spend money 
to access classes more quickly,” 
it should bring lots of those 
neophytes into the fold. And if 
you ve ever played Tribes, you 
know that the more players, the 
better. Due out sometime later 
this year, Tribes: Ascend should 
be a great warmup for those of 
us who can’t wait to sign on for 
Tribes Universe. 


i em Se fe " 
Vehicles are back, too, giving you options for moving 
about the enormous maps in a more speedy manner. 


Starsiege: Tribes 
The original Tribes experience was born 
from a preexisting universe with very deep 
roots in the gaming world. Starsiege was 
originally a game about big mechs, and it’s 
in a game universe that reaches back to 
1994’s Metaltech: Earthsiege. Tribes is the 
beginning of a new chapter in the canon 
that focuses on individual soldiers over 
mechs. It introduced a depth of gameplay 
not seen in shooters at that point. 


Tribes 2 


Often considered the definitive Tribes 
game, Tribes 2 still holds an aggregate 
score of 88 percent on Metacritic. It was 
innovative for its day, offering 64-player 
online multiplayer and huge maps with 
outdoor and indoor areas and customiz- 
able loadouts—elements that became 
much more common in subsequent multi- 
player shooters. 


Vertical is still an important element in Tribes: 2... = es Tribes: Aerial Assault 
AscendarnanieyoU, jetpacks and huge buildings. <n ‘ ‘4 F 

ye 3s While the game was fairly ambitious in 
terms of early multiplayer action on a con- 
sole, it suffered from the high expectations 
that go along with being the highly antici- 
pated follow-up to the much beloved Tribes 
2. The game definitely had its followers, 
but scores were rather middling. GamePro 


only gave it a 3-out-of-5 stars. 


Tribes: Vengeance 


Despite being developed by the same 
team that went on to make BioShock— 
including Ken Levine—Tribes: Vengeance 
suffered most from the fact is was backed 
rf i : by troubled publisher VU Games, who 
} 2 | | : . Sse ’ canceled a much anticipated patch and 
ganaesntt) , a00 * : + Sau E Pr 4 effectively killed the game’s community by 
= i SS : , ei ignoring it. 


SESAME STREET: 


gRine 


MO) G0. 


Two kids discover the magic 


of Sesame Street and Kinect. 


WORDS BY PATRICK SHAW 


gant ant 


Brothers Se: 


have never 
played with 
Kinect. 


And aside from a few reruns 
they caught on TV when they 
“were little” (Sean’s 5 years old, 
and Brian’s 7), they’ve received 
little exposure to PBS’s flagship 
children’s show, Sesame Street. 
Moments before I take them 
to play Sesame Street: Once Upon 
a Monster—a game designed pri- 
marily for kids under 10—Brian 


also tells me they’re big fans of 
games like Call of Duty. 

Our experiment to send the 
boys to Once Upon a Monster 
developer Double Fine in San 
Francisco was beginning to 
seem like a recipe for disaster. 
That is, until Brian and Sean 
first lay eyes on the googly-eyed 


Cookie Monster and his ticklish, 


red-furred pal, Elmo. 


A Living Storybook 
2, Sean says as 

he flips through the pages of 

Once Upon a Monster's giant 

storybook to select a level. The 

brothers jump into their first 

mini-game, a Simon Says-style 


activity where they match the 
movements (and growls) of 
GrrHoof, a lumbering pink-and- 
purple monster. 

As Sean and Brian stomp, 
pose, and perform moves 
straight out of Michael 
Jackson’s Thriller video, it’s 
remarkable to see how quickly 
they’re picking up the game and 
its seemingly complex ppaan 
and movements. “| 
says Brian, who adapts to 
making his body the controller 
quicker than many first- time | 
adult ae playing Kinect. * 

Sean taunts 
his older Bearitss after their first 
game. There’s no real scoring, 


but the game naturally brings 
out the boys’ friendly competi- 
tive nature. 


Lost in the World 
of Sesame Street 
The kids play a number of other 
mini-games, such as running, 
jumping, dancing, flying, 
snatching glowing insects out 
of the air, and dressing up a 
character named Seamus so he 
can go to a birthday party. These 
are just a few of the activities 
packed into Sesame Street: Once 
Upon a Monster, each of which 
you can complete in only a 
couple of minutes. 

“The running game is my 


a 
a 
Brian GefbD and Sean. 


(ight) show GrrHoof, 
their best growl. 
‘a 
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favorite, Sean says, describing a 
scene where he and his brother 
jogged in place to help Elmo 
and Cookie Monster catch up to 
So Hoor and j jump on his back. 


“H 


a he pe st t part 


ally v wnen \ vere 
” Brian 
tnmeects life younger loathe 
referring to a mini-game where 
both boys must flap their arms 
to fly the pair of iconic Sesame 
Street monsters around a garden 
in bee suits. 

Even though Brian and Sean 


i. 
wee 


flying in the game 


ona 


have been playing for over an 
hour, they’re not slowing down. 
eet: tell me they’ re not Hines 2 at 
a zan we play 

* Sean begs to Pines 2 Upon 
a pester Senior Producer 
Kirsten Gavoni, who gives in 
and lets them play a new level 
featuring an obstacle course. 


Sesame Street Kids 
Are Born 

We eventually pry the kids 
away from the Kinect, but it’s 
clear they’ve not only fallen in 


7 


love with the game but also the 
vibrant world of Sesame Street. 
What’s interesting is that even 
though the kids enjoyed playing 
with Sesame Street favorites 
such as Elmo, Cookie Monster, 
and Oscar the Grouch, they’re 
most drawn to a pair of Double 
Fine original creations: GrrHoof 
and Marco, who were designed 
by Lead Artist Scott Campbell 
(who was the art director for 
Payeramintes and Brutal a 


Via oO S my tz avo ri 


Cnaracter, Sean says, fies 


adds that he wishes he could 
play the game at home. Bryan 
says, 


‘HlAlnanm | 
“WV he rn i 
iW ER EF 


A LOOK AT THE NEW—AND FA- 
MILIAR—FURRY FACES FEA- 
TURED IN SESAME STREET: 
ONCE UPON A MONSTER. 


COOKIE 
MONSTER 
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| Five gruesome ways to butcher the undead using just 
your body and Kinect. 


WORDS BY PATRICK SHAW 


I. Alchemy ll. Exploding Test Tube 


The Rise of Nightmare team likens unleashing your Even a small dose of this volatile concoction reduces 
alchemy device, Azoth, on enemies to what happens in one notorious onrushing zombies into piles of smoldering, putrid meat. Just steady 
Internet video showing “a deceased beached whale being blown to your arm and fling it at enemies as you would normally toss a home- 
bits by a load of dynamite.” Yeah, the aftermath of Azoth is not a - brewed, flesh-melting chemical compound. 


pretty sight. 


pow T0 


\ FISTS UP 
ce @ 


lll. Kick Rotten Ass IV. Power Saw Arm 


Sometimes you don’t need fancy gadgets or sharp Sure, cutting through rotting aggressors with a 
instruments to mutilate your foes. At any time in Rise of Nightmares, standard chain saw is an effective means of dealing death...but it’s 
you can kick at the screen to knock enemies back. Just don’t kick nowhere as cool as using this motorized pizza-cutter that turns foes 
your HDTV. into ingredients for head cheese. 


%. 


POWER 5 AW ARM 


Rise of Nightmares 
Pe "- { Supply List 


V. Shock Knuckles 


Just as its name suggests, this two-handed weapon al- 
lows you to beat enemies with your fists while simultaneously cooking 
them to death with lethal amounts of electricity. 


You need this to play the game. 
Rise of Nightmares is a single-player game, but like all 
horror, a spectator or three can really enhance the experience. 
Or Jujubes. Or beer*. Or mayo. 
Nothing ruins Rise’s spine-chilling atmosphere 
more than a brightly lit room or the glare from a nearby window. 


“If you're 21 or older. 
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NBA 2K12 


> 


WORDS BY KAT BAILEY 


ew sports games have the 

sense of history that the 

NBA 2K series offers. Last 
year’s Michael Jordan mode is 
one-of-a-kind. Developer Visual 
Concepts is now upping the ante 
with 14 more NBA greats. I love 
basketball history, too, so I took 
the time to highlight a few of 
the greatest players to make the 
list—and a few that are missing. 


1. Magic Johnson 
With Michael Jordan out of the 
way, Magic Johnson is pretty 
much a no-brainer. After all, no 


one did more to save the NBA 

in the 1980s than Magic and 
the Showtime Lakers (outside 
of Larry Bird and the revitalized 
Boston Celtics, of course). As for 
defining moments, how about 
Game 6 of the 1980 NBA Finals, 
when he scored 42 and took 
control of the Lakers for good? 


Another Defining Laker: 

OK, it might be a little early for 
Shaquille O’Neal. But he’s cer- 
tainly worthy: Shaq is one of the 
most dominating centers in the 


history of the game. If any of the 


more recent players deserve to 
be in the next round, it’s Shaq. 


2. Larry Bird 

On the other side of the Magic 
coin is Larry Bird. His Celtics 
battled the Lakers in three NBA 


Finals series in the 1980s, all of 
which went to at least six games. 
If you want a game that sums up 
his career with the Celtics, you 
look in that direction. 


As Long as We’re Talking 
About the 1980s Celtics: The 
Bulls’ Scottie Pippen manages to 


Joining Jordan: Five more NBA legends who 
define NBA 2K12—and others that should. 


make 2K12’s list. But strangely, 
there’s no sign of another great 
sidekick, Kevin McHale. His 
array of low-post moves would 
make him great fun to play. Just 
don’t feature him as a GM. 


3. Bill Russell 


The game has changed quite 

a bit since the 1960s, when 

Bill Russell dominated with 
rebounding and passing prow- 
ess—two skills that are still im- 
portant today. For this reason, 
he should transfer nicely to NBA 
2K12 (being 6-9 helps, too). 


The greatest rivalry in basketball resumes in NBA 2K12: Larry Bird and 
Magic Johnson even get their own exclusive covers. 


You can’t have a legends mode without MJ 
and his tongue. Just wouldn't be right. 


Going Back Even Further: 
Besides being a dominant center 
and an early great, George Mi- 
kan would be a great fit for NBA 
2K12—I want to see Kobe in the 
old Minneapolis Lakers jersey. 


4. John Stockton 
& Karl Malone 


It’s hard to think of them apart. 
The Utah Jazz’s dynamic duo 
showcases two sides of the 
game—power and finesse. So 
Stockton and Malone get their 
own moments, even if their 
history is more heartbreak 
than glory. 


The Great Knicks Duo: 
Stockton and Malone aren't the 
only great duo in NBA history, 
of course. Back in the New York 
Knickerbockers’ halcyon days, 


FULL 
LIST OF 
LEGENDS 


IN NBA 2K12 


Kareem Abdul-Jabbar 
Charles Barkley 
Larry Bird 

Wilt Chamberlain 
Julius Erving 
Patrick Ewing 
Magic Johnson 
Karl Malone 
Hakeem Olajuwon 
Scottie Pippen 
Oscar Robertson 
Bill Russell 

John Stockton 
Isiah Thomas 


Walt Frazier and Willis Reed 
ruled Broadway with their 
combo of offensive and defen- 
sive talents. 


9. Isiah Thomas 

Isiah was once the leader of the 
“Bad Boys,” the name given to 
the Detroit Pistons of the late 
’80s and early ’90s, which earned 
him much enmity from his foes 
(not to mention a Dream Team 
snub). Still, he once dropped 

25 points on the Lakers in one 
quarter...on a sprained ankle, no 
less. This alone would make for a 
great NBA 2K moment. 


Speaking of the Dream 

Team: What about Clyde “The 
Glide” Drexler? Seriously—the 
Portland Trail Blazers need more 
love from this game. 
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CARMAGEDDON: 
RETNCARNATION 


After 13 years, the delightfully diabolical car- 
combat game comes back from the grave. 


WORDS BY PATRICK SHAW 


n Maim Street, I rev the 

engine of my candy- 

apple-red sports car 
as I wait for the light to turn 
green. The instant the race 
announcer shouts “Go,” I stomp 
on the gas to reach my first 
target: a crosswalk crawling 
with pedestrians, who I reduce 
to juicy explosions on impact, 
littering the street with severed 
limbs, unidentifiable goo, and 
screaming, disembodied heads. 
This is Carmageddon. 


Puts the Laughter 
in ‘Vehicular 
Manslaughter’ 

In 1997, Stainless Games of 
Newport, England unleashed 
Carmageddon on the world, 

a “racing” video game where 
players earn points for running 
over pedestrians—including old 
ladies with walkers—as well as 
ramming into other vehicles. The 
game's savage content is clearly 
tongue-in-cheek, but it nonethe- 
less ignites public outrage. 


“It did generate some pretty 
extreme reactions right across 
‘the establishment,” recalls Neil 
Barnden, Stainless cofounder 
and executive director for 
Carmageddon: Reincarnation. As 
“Head of the Art Stuff” for the 
original games, Barnden vividly 
remembers some of the crazier 
reactions to his game, including 
a scolding from the British Board 
of Film Classification boss and 
his favorite newspaper headline: 
“Pope: Ban Death Game.” 


“Tt was actually a politician 
named Greg Pope,” he explains, 
“but still, it sounded excellent.” 


Carmageddon 
Comes Home 

Stainless eventually relinquished 
ownership of Carmageddon after 
Carmageddon II: Carpocalypse 
Now. It’s taken years of “painful” 
negotiation to regain the rights, 
but now Barnden and Stainless 
are finally bringing Carmageddon 
to modern consoles. 


They’re thrilled to be resur- 
recting their vicious vehicular- 
combat series for a new gen- 
eration of gamers. “Because we 
were never sure that the deal 
would be done right up until it 
was all signed and sealed, the 
excitement was so intense that 
I almost peed my pants,” Barn- 
den says. 

“Once it was definite,” he con- 
tinues, “we sprang immediately 


into feverish action, and the new 
game design was ready in a mat- 
ter of minutes. Then we went to 


the pub.” 


Madness 
Reincarnated 


Capturing the ultraviolent and 
surreal tone of the original 
games is a priority for Stainless, 
but they’re not just rehashing 
the old game. Barnden says that 


“there's a wealth of content 
there that we are dying to 
revisit—hence the Reincarnation 
title...so, it will contain elements 
of a remake, and at the same 
time it will be a sequel.” 

But instead of worrying about 
how to classify Carmageddon: 
Reincarnation—or the new 
game’s plot, which Barnden says 
was ‘never really important to 
Carmageddon”—the team’s more 
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focused on delivering a game 
that’s as wickedly entertaining 
as the original titles. 


Coding Games, 
Blowing Up 
Microwaves 


Many video-game studios brain- 
storm ideas on a whiteboard or 
in a conference room. One of the 
places Stainless gets the creative 
juices flowing is a farmhouse 


they purchased that’s surround- 
ed by open land. On the farm, 
they've smashed real cars (check 
out the photos accompanying 
this article) into other cars for 
inspiration—and just for the 
hell of it. 

“One time,” Barnden says, 
“we set fire to an old car in the 
field behind the office, and then 
Patrick Buckland [Stainless’ 
other cofounder] decided it 
would be a great idea to blow up 
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a microwave.” He explains that 
they achieved this “feat” by plac- 
ing a large jug of gasoline in the 
microwave, surrounding it with 
balloons filled with oxyacetylene 
(the stuff used in blowtorches 
for welding), aerosol cans, and 
more gas “for good luck,” which 
turned the whole thing into a 
car-shaped fireball. 

I almost didn’t believe Barn- 
den...until he showed me a video 
of a car, with a microwave on 


its roof, parked in the middle of 
a peaceful English countryside 
suddenly erupting into flames. 
“Blowing things up and crash- 
ing real cars into other cars and 
various things was a regular 
feature of life at the farm,” Barn- 
den reveals. “And in the midst of 
it all, we also became pig owners 
when an escaped Large White 
breeding sow turned up at the 
farm one day, and we decided to 
keep her. Porsche, as we called 


her, became my pet at the farm, 
and we had a succession of 
companion piggies to keep her 
company. And some chickens. 
Like you do, in video-game 
development.” 

This might sound like peculiar 
behavior for a video-game de- 
veloper, but it’s no more insane 
than the Carmageddon games. 
And Barnden says “[This] helps 
set the ludicrous tone of the 
game, too.” 


Carmageddon masterminds Patrick Buckland (left) and Neil Barnden 
(right) sit on the twisted heap of metal they created during “field research.” 
Who says being a game developer involves sitting in front of a PC all day? 
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DARKSIDERS II 


No longer a mere clone, Darksiders ITI sets 
out to forge its own identity. 


WORDS BY KAT BAILEY 


HQ is taking Darksiders 
into a new direction— 
and possibly to the cusp 


of greatness. In retrospect, 
Darksiders is an excellent game 
that’s probably a little too 
derivative for its own good. The 
art design brings to mind Image 
Comics and Spawn; the combat 
is very much God of War, and 
certain items are pulled directly 
from The Legend of Zelda. Even 
the Portal gun manages to make 
an appearance. 

“We're heavily inspired by 
Zelda,’ Director Marvin Donald 


admits. “There’s no denying 

that.” Nevertheless, Darksiders 
manages to intrigue. You get the 
sense that a mythos is beginning 
to take shape, and that the design- 
ers have a clear idea of where they 
want to take this series. Produc- 
tion cycles being what they are, 
some of the team’s more creative 
ideas had to be shelved. The chief 
knock against Darksiders is its lack 
of originality. 

But Darksiders II, the gloves 
are coming off. This is THQ’s 
true vision for the series, and it’s 
not what you might expect. 


‘The Game We've 
Always Wanted 
to Make’ 


Donald says the ideas sur- 
rounding Darksiders didn’t truly 
coalesce until the final phases of 
the project. The first game’s un- 
even difficulty is a consequence 
of this; some encounters were 
quite easy, while others were 
frustratingly difficult. Tiamat, 
the ruler of the game’s first real 
dungeon, is one of the toughest 
bosses in the game. 

Thankfully, much of the team 


from the first game is working 


on Darksiders II, and this should 
result in a more polished experi- 
ence. But more importantly, hav- 
ing a veteran team means having 
an opportunity to try new ideas. 
Of them all, the most daring is 
undoubtedly the decision to turn 
Darksiders into a full-on RPG. 
Yes, you read that right. Dark- 
siders II is going to be as much 
Diablo as it is Zelda. 
It’s a risky move, particu- 
larly given the trend toward 
streamlining RPG mechanics 
in big-budget games like Mass 
Effect. But it also means that 


TOTALLY METAL 


Death is a rebel, so Director Marvin 
Donald wanted his hairstyle to be as 
“metal” as possible. 


DUAL-WIELDING 
SCYTHES 


One scythe is not enough for Death, 
so he’s got two of ’em. They’re put to 
good use in Death’s superpowered 
“Reaper Form.” 


PET CROW 

Death’s little buddy. Death’s special 
attack “Feast of Crows” is great for 

slowing down enemies and setting 

up heavy weapons. 


TATTERED CLOAK 
Death looks tattered now, but he can 


equip all sorts of armor with names 
like “Necromancer’s Cowl.” 


no one will really be able to call 
this sequel “more of the same.” 
Far from derivative, the unique 
combination of styles stands to 
make Darksiders II one of the 
most dynamic and interesting 
action titles on the market. “It’s 
the game we ve always wanted 
to make,’ Donald says. “We just 
couldn't make it the first time.” 


Into the Abyss 


Shifting the perspective to 
Death—whose story runs 
concurrent with the star of the 
first game, War of the Four 


me CATH 


Horsemen of the Apocalypse— 
also offers more opportuni- 

ties for Darksiders II to spread 
its proverbial wings. Death’s 
story takes place in “The Abyss,” 
which is far from the postapoca- 
lyptic landscape of the 

first game. 

The change in location is 
accompanied by a more hand- 
painted look to the art style and 
more fantastic sights. At one 
point, Death boards a massive 
airship, home to the King of the 
Dead (why that job doesn’t be- 
long to Death himself remains to 


In the first Darksiders, War awoke to 
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discover that Armageddon had begun in 
earnest. He was mistaken; the Apocalypse 


had started too early, and War was being 
blamed for its outbreak. 

War sets out to clear his name. But at the 
same time, Death begins his own mission to 
exonerate his brother. He heads for the Well 
of Souls to restore humanity, which was 
annihilated by the Apocalypse. 

But Death doesn’t care about mankind; 
unlike the much more stolid and honorable 
War, he has his own agenda. His only loy- 
alty is to his brother, who he hopes to save. 

So while War battles across the surface, 
Death plunges into The Abyss and the 
kingdom of the dead... 


be seen). Two massive serpents 
pull the airship, and the beasts 
snap at each other as Death 
walks by. 

“We really wanted to widen 
the audience's perspective on 
the universe.” Donald says. In 
many ways, moving the setting 
from the traditional trappings of 
Earth gives the team much more 
in the way of creative freedom, 
further distancing Darksiders II 
from the first game. 


Death and Rebirth 
With all these changes on the 


way to Darksiders II, it almost 
feels like the original game was a 
dry run—an opportunity for the 
team to get their feet under- 
neath them. With that in mind, I 
suppose it’s only natural to look 
toward other games for inspira- 
tion. By contrast, Darksiders II 
feels rife with possibility. 

After a fairly satisfactory 
beginning, it feels like THQ is 
on the cusp of doing something 
special with the series with 
Darksiders II. But however it 
turns out, it definitely won't just 
be aclone anymore. 


| FEATURE 


THE REAL SCIENCE OF 


ANDREW GROEN GOES ON A SNEAKING 
MISSION TO ZANZIBAR LAND 

TO UNCOVER THE SECRETS BEHIND 
THE SCIENCE OF METAL GEAR. 


cience can often be tragically difficult to comprehend, 
making it challenging for newcomers to fully understand 
the majesty of what’s going on in the real world. In this 
regard, science and Metal Gear have a lot in common. The 
science of what goes on inside a purified hydrogen bomb 
is child’s play next to the complexity of Meta/ Gear Solid’s winding, 
incredibly elaborate plot. Compared to the “La-Li-Lu-Le-Lo” and 
Les Enfants Terribles, we'd rather try to tackle fission ignited fusion 
reactions any day. Real Science goes where even Snake dares not 
tread as we try to tackle both MGS lore and science fiction at the 
same time. Patriots help us. 


PURIFIED 


HYDROGEN 
BOMB 


VIBROBLADE 


The upcoming Metal Gear Solid: Rising features Raiden 
slicing and dicing his way through just about anything 
imaginable: people, buses, watermelons, etc. The weird 
part is that he seems to be using just a sword to accom- 
plish this. 

But it’s not just a sword. 

Raiden is using a type of sword seen many times 
throughout science fiction (even in the extended Star 
Wars universe. But don’t get excited—it’s not a light- 
saber). It’s called a vibroblade. The sword is equipped 
with a special type of motor that, as the name suggests, 
vibrates the steel of the sword at extremely high reso- 
nant frequencies. 

By this point you're probably picturing Raiden carry- 
ing something akin to an electric Thanksgiving turkey 
carver. But the reality is much different. 

Heat, at its most basic, is energy. An object that is hot 
simply has a lot of energy. Heat is the average speed/ 
energy of all the atoms in an object. Vibrations can 
transmit energy. By vibrating a piece of metal in just 
the right way, you can move all the atoms together and 
achieve very high temperatures. 

Raiden’s sword may not cut like a Thanksgiving turkey 
carver, but it employs the same principles behind the 
phrase “like a hot knife through butter.” 


Somewhat Possible 


The plot of Metal Gear Solid 2 re- 
volves around terrorist group Dead 
Cell assaulting and commandeering 
an oil spill clean-up device called the 
Big Shell. As Vamp explains, they’re 
holding the place hostage with a 
purified hydrogen bomb. 

A PHB is a type of nuclear bomb 
that subverts many of the messy 
requirements for modern nukes, 
which require fission—radioactive 
material that goes “bang” in the 
right conditions. Even bombs 
that utilize fusion (bonding 
atoms) still require fission (rip- 
ping apart atoms) to kick start 
the fusion reaction. 

Unfortunately, we can’t 
currently achieve the heat 
and pressure levels neces- 
sary to create a pure fusion 
bomb like the one Vamp 
describes. But it’s theoreti- 
cally sound. 

The creation of fissile 
material requires large 
facilities, and usually large 
corporations or govern- 
ments, to finance. Tracking 
those facilities (and block- 
ing the sale of the necessary 
machinery) has been the best 
counter-nuclear-terrorism 
tool available. 

But if a nuke explodes in 
your city, a purified hydroge 
bomb is less severe. They 
explode by fusing deuterium 
and tritium (fancy names 
for hydrogen with one and 
two neutrons, respectively), 
producing the same neutron 
chain reaction of other a 
nukes. But there’s not nearly * 
as much “dirty” radioactive 4 
material left over afterward. 


Theoretically Possible 


THE REAL SCIENCE OF METAL GEAR 


METALGEAR 


It would be difficult to discuss the science of Metal Gear 
without touching on its mainstay bit of fantasy, the Metal 
Gear itself. Whether it’s Rex, Ray, D, Arsenal Gear, or 
ZEKE, almost all of the Metal Gear models are based 

on the same principle: They are bipedal tanks that are 
maneuverable enough to deliver a nuclear payload in 

any environment. 

Metal Gear, of course, isn’t the first work of fiction to 
introduce bipedal tanks. We’ve seen them as early as the 
steam-powered elephant of Jules Verne’s 1880 novel, The 
Steam House. 

So why don’t we have these machines today? We’ve 
seen many functional bipedal tanks, including military 
research and development projects, and the works of 
overzealous Japanese mecha fans. 

The design, however, contains a number of inherent 
problems. First, they’re fragile. Tanks can have inches of 
thick metal and treads. Walkers don’t have that luxury. 

To maintain mobility, they have to ditch the thick armor, 
leaving the complex workings of their legs out in the open 
and vulnerable to even small arms fire. 

The second problem is that, on a battlefield, being tall is 
bad. That's why marines are always diving into the dirt or 
tall grass. Walking tanks would represent a giant red bull’s 
eye for rocket-propelled grenades. 


Impractical 


ACTIVE 


CAMO 


Throughout the Metal Gear Solid games, we’ve 
seen several different brands of active camou- 
flage technology. 

There’s the full-on invisibility cloak from 
Metal Gear Solid 2, the color-changing fabrics 
from Metal Gear Solid 4, and even face-camo that 
can mimic faces of others. 

Unfortunately, there’s no scientific evidence 
to support the last three. But the chameleon 
cloaks of MGS4 are actually close to becoming 
a reality. 

While they’re shrouded in secrecy at the mo- 
ment because of their highly valuable military 
uses, the word is that they’re not created as 
previous plans indicated they might: with a thick 
overlay membrane that changes colors. Rather, 
they're created by weaving tiny fiber optics into 
the very fabric. 

The camo still requires a large battery and 
an on-person camera system so the suit knows 
what the surroundings are like. Still, for soldiers 
in diverse combat situations, it could prove 
positively invaluable to be able to swap between 
forest, field, and mountain camouflage in an 
instant. Like in, say, Afghanistan. 

The design is being produced by camouflage 
guru Guy Cramer for the U.S. Army, and it is 
likely to be put into use soon on vehicles like 
Humvees (and eventually helicopters), where the 
heft of batteries and cameras aren’t an issue. 


Possible 


An important plot motivator in 
the Metal Gear series is a human- 
engineered genetic virus called 
FOXDIE, It’s what kills Liquid 
Snake at the end of Metal Gear 
Solid and eventually claims the 
life of Solid Snake. 


FOXDIE seeps into the in- 
tended target’s heart and begins 
to kill the organ’s cells. Once it 
causes sufficient damage, the 
heart goes into cardiac arrest, 
mimicking a heart attack in 
every way. 

What’s most interesting about 
the FOXDIE virus is that it can 
restrain itself. It investigates a 
person's genetic code and can 
be programmed to kill a specific 
person. 

But can nanomachines really 
do all that? “Metal Gear Solid 4 
has many references to nanoma- 
chines and, since it is an imagi- 
nary world, they can do almost 
anything,” says Marshall Brain, 
the founder of Howstuffworks. 
com. But, he adds, “In real life, 
right now, no.” 

The technology involved in 
this kind of a biological weapon 
is far beyond our current 
capabilities. But with advances 
in nanotechnology, this could 
theoretically be possible. There 
may be problems that prevent its 
development. 

In MGS4, the virus mutates as 
it gets older, and loses the capa- 
bility to identify people by DNA. 
Without that, it would become a 
killing machine. 


Possible 


RUNNING UP WALLS 


When scrutinizing a series like Metal Gear Solid, some things are clearly 
pure fantasy, while others are based on existing technology. It’s basically a 
foregone conclusion that Vamp’s ability to run up the walls is pure fantasy 
based on his vampire-like qualities. 

Upon closer examination, however, there’s actually some evidence to 
suggest this might one day be possible. His abilities (and those of other 
soldiers in the MGS universe) are based on something called the Van der 
Waals force. It is a residual energy that emanates from all objects on the 
molecular scale. 

Ever wonder how a lizard can adhere to a perfectly smooth piece of glass 
by just one toe? It’s not because of suction. That’s the Van der Waals force 
at work. You can also see it in the way some fine powders cling to 
a surface. 

In a curious overlap, DARPA (a United States agency often featured in 
Metal Gear Solid) is known to be developing technologies that utilize the 
Van der Waals force to help soldiers climb steep surfaces while carrying a 
full load of equipment. 

But regardless of how great the technology is for binding someone to a 
wall, that person still must have the strength to stand up straight and lift 
themselves up the wall. 


Somewhat Possible 
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GT x) JAMES CAMERON 


# 
Will Avatar 2 be the breakout title for home 3D viewers? Do Na’vi do#tin in 


ames Cameron ushered 

in a new format when he 

_ created Avatar. And not 

_ just on the big screen. The 
_ Oscar-winning direc- 

_ toris also committed to 

_ ensuring the new 3D video 
games he’s involved with 
reach the same high qual- 

‘ity as his films. 


SAY ‘NO’ TO CHEAP 3D 
Since Cameron’s Avatar 
became a huge movie 
sensation, Hollywood has 
stepped up production of 
3D movies and oversatu- 
rated the ever-growing 
number of theaters with 
_ 2D movies converted to 
shoddy 3D experiences, 
such as Clash of the Titans, 
_ The Last Airbender, and 
_ Drive Angry 3D. The 
deluge of movies (and 
_ some games) with gim- 
_ been damaging to the 
“reputation of modern 3D 
entertainment. 
_ “Hollywood has to stop 
doing cheap 3D conver- 
sions, Cameron says. 


ih 


“It they're going to do 
conversions, they have to 
do them right—and at a 
high quality. The way I like 
to put it is that we’re still 
in the wild, Wild West. We 
don't have the standards. 
People are launching off 
in all different directions, 
and it’s going to take a 
while for it to all settle 
down. But it’s the best 
practices that matter most 
for this industry. If you 
think about it, the 3D 
industry is very early, so 
we re the equivalent of 


1905 in the film world.” 


PASSIVE VS. 
ACTIVE3D 

Meanwhile, on the home 
front, 3D TV sales have 
not skyrocketed, partially 
because of competing 
technologies from com- 
panies like Vizio, Pana- 
sonic, Toshiba, Sony, and 
Sharp. Walk into a Best 
Buy and even the sales 
people might not be able 
to explain the difference 
between active and passive 


) 


) 
) 
) 
) 
( 
) 


( 


3D TVs (passive technol- 
ogy utilizes the same 
type of glasses you wear 
in theaters, while active 
technology like Nvidia 3D 
Vision employs more cum- 
bersome glasses, which 
shutter images extremely 
quickly to create depth). 
The technologies are 
not compatible with each 
other, and just as we’ve 
seen happen in the battle 
between Blu-ray and 


66 What Il think we 


seems to be gaining favor, 
especially since new 1080p 
passive technology cor- 
rects the one complaint 
videophiles have raised 
around that 3D technol- 
ogy: 3D TVs previously 
had to split the HD image 
resolution in half. 

“It’s all going to go 
passive, Cameron says. 
“There are new screens 
that we've seen that are 
not on the market yet that 


film opened.....9$ 


—James Cameron 


HD-DVD, one format will 
prevail, leaving those who 
bet on the wrong 3D tech- 
nology out of luck. Right 
now, passive technology 


are spectacular. They’re 
actually gorgeous. They’re 
the cheap plastic Polaroid 
glasses, and you just can 
all sit there on the couch 
together. And if the kids 
break them, it doesn’t 
matter. That’s a far cry 
from where we are right 
now with these $100 ac- 
tive glasses that have to 
be plugged in and charged 
up—and if the dog eats 
one, it’s a big drama.” 


WHY THE AVATAR 
GAME FAILED 

The 3D debate is heating 
up in gaming as well, and 
it seems to have more 
critics than fans—at least 
from the outside. Within 
the game industry, devel- 
opers seem excited about 
3D’s potential. With Sony, 
Nintendo, and Nvidia all 
trumpeting 3D games— 
and key publishers like 
Ubisoft committing half 
of their titles to the 3D 
format—3D isn’t going to 
go away. But it’s still in its 
early stages. Even Cam- 
eron’s first video-game 
project, Ubisoft's James 
Cameron's Avatar: The 
Video Game, failed to 

ride the coattails of the 
film’s success. 

“What I think we did 
wrong with the Avatar 
game was to release it 
before the film opened,” 
Cameron admits. “I think 
that the Avatar brand 
hadn’t been well enough 
established yet since the 
film hadn’t opened. And 
the game got lost in the 
pre-Christmas rush with 
all the other big titles and 
sequels, and it didn’t do as 
well as everybody hoped it 
would. I think there were 
lessons learned and things 
we need to do better.” 


CAMERON’S 
UPCOMING GAMES 
Cameron will get that 
chance. He’s been working 


closely with Ubisoft—who 
his team collaborated with 
for the first game’s 3D 
technology—since the 
Avatar games shipped. 
With Cameron already in 
production on the Avatar 
2 and Avatar 3 movies, 
which will be filmed back- 
to-back and hit theaters 

in December 2013 and 
December 2014, he’s 

also working on the two 
new games. 

“We want to continue 
on exactly the same path 
with Ubisoft on the next 
Avatar films,’ Cameron 
says. For the new Avatar 
games, we re developing 
better ways in which we 
each can adopt the other’s 
toolset. We're going to be 
rendering models with 
their game technology and 
vice versa. They'll be using 
our tools, which is fun. It’s 
fun for both teams.” 

Cameron says that while 
the first Avatar game 
didn’t sell well, it did pro- 
vide some validation. 

“We actually managed to 
do a lot of the things that 
we set out to do with the 
game quite well,” Cameron 
says. I think if you look at 
it over the long arc of the 
three-picture cycle, we'll 
continue to push this col- 
laboration in new ways.” 


GAMERS’ VITAL ROLE 
Cameron remains commit- 
ted to video games, even 
though he doesn’t play 
them himself, because he 
realizes the important role 
they play within the bigger 
picture of bringing 3D 
into the living room. He 
says whether it’s autoste- 
reoscopic (glasses free) 
video-game experiences 
like Nintendo 3DS, or 3D 
PlayStation 3 titles, games 
will be a key driver in get- 
ting consumers to upgrade 
from their current HDTVs. 
Even Nintendo’s Wii U 
will support 3D games, 


3D could give these Dwarves from The Hobbit some scale. 
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WILL SAYS: 


I've been “on the fence” about the idea of 
3D gaming for so long that I pretty much 
own property on it and have built a 
quaint homestead around it. Regardless, 
I'm still flying the “cautiously optimistic” 
flag—these last few months have seen 
my opinion on the subject shift wildly 

as more tangible 3D games come out, 
which makes me think we might be get- 
ting closer and closer to the first true 3D 


killer app. 


PAT SAYS: 


I've yet to play a video game that demon- 
Strates the full, awe-inspiring potential of 
3D video games, but I've seen glimmers 
of great 3D implementation in games 

in console releases like Killzone 3—as 
well as some early 3DS titles like Dead 

or Alive: Dimensions and Resident Evil 
The Mercenaries 3D. But [really hope 
that games push beyond this, as wellas 
beyond the excitement level of Avatar, 
which I found agonizingly boring. 


< There he is again! 


54 fi 


OCTOBER 2011 // GAMEPRCO.COM 


/ 


66Hollywood has-’ 


to stop doing chea 
3D rk Shen hea 


—James Cameron 


although the company 

is expected to replicate 
Microsoft’s Xbox 360 
approach of letting game- 
makers take advantage 
of that feature. Perhaps 
James Cameron’s Avatar 
2: The Video Game will 
explore that option. 
Cameron firmly believes 
that gamers will be the 
leaders in making the 
jump to the third dimen- 
sion at home. 

Cameron says that while 
glasses will likely remain 
part of the 3D movie expe- 
rience “during my lifetime, 
at least,” at home, new 
glasses-free 3D technology 
will eventually eliminate 
the barriers that currently 
are keeping mainstream 
consumers at bay. Every 
year at E3, electronics 
makers showcase larger 
autostereoscopic TVs, and 
it’s only a matter of time 
before the same type of 
technology that powers 
the Nintendo 3DS will 
work on a large screen. 


THE FUTURE IS NOW 
The Avatar sequels aren’t 
the only things keep- 
ing Cameron busy. He’s 
formed the Cameron 
Pace Group, which has 
been involved in work- 
ing with 3D filmmakers 
to bring blockbusters 
like Pirates of the Carrib- 
bean: On Stranger Tides, 
Transformers: Dark of the 
Moon, and The Hobbit to 
the big screen. Anyone 
who’s watched the NBA 
Finals on ESPN 3D, or any 
of the growing number of 
3D sports events, also has 
seen some of the work of 
the Cameron Pace Group. 
From a 3D content per- 
spective, no one can match 
him. Cameron is helping 
to create quality 3D con- 
tent for film, television, 
and now, video games. He 
believes the future is 3D, 
and with the billions going 
into this technology across 
all facets of entertain- 
ment, plenty of others 
agree with him. G 


- BRINGING 


he, a 


65-INCH VIZIO 3D 
RAZOR LEDLCD HDTV 
Vizio has come a long way 
since the brand was first 
introduced to the U.S. 
Especially with its afford- 
able 3D offerings, Vizio 

can transform your home 
into a 3D gaming lounge 
with amazing 1080p high 
definition images in 2D and 
vibrant 3D offerings. In 
fact, an employee of a major 
Sony video-game developer 
told me this TV was the best 
3D TV on the market today. 
The screen is huge, and the 
TV also comes with wireless 
Internet access so you can 
stream videos and surf the 
Web when you're not play- 
ing Uncharted 3 or watching 
Pirates of the Caribbean: On 
Stranger Tides in 3D. An- 
other bonus is that this uses 
passive technology, so you 
can use those RealD glasses 
from the theater at home. It 
also comes with four pairs. 


24-INCH SONY 
PLAYSTATION 3D LCD 
RESISTANCE 3 BUNDLE 
Anyone looking for a more 
affordable offering, or 
maybe a 3D screen for your 
bedroom, can pick up Sony 
Computer Entertainment’s 
first foray into the con- 
sumer-electronics market. 
While there’s a full line of 
Sony Electronics’ Bravia 3D 
TVs out there, Sony’s game 
company is offering the first 
PlayStation-branded LCD 
screen this fall. The 24-inch 
screen utilizes new active 
3D technology that will 
allow players to enjoy games 
like MLB 11: The Show, 
Ratchet & Clank: All 4 One, 
and Resistance 3 in 3D. But 
there’s also the capability 
for two players to engage 

in split-screen gaming on 
one screen—minus the split 
screen. The bundle comes 
with one pair of active shut- 
ter glasses, Resistance 3, an 
HDMI cable, and the LCD. 
The active glasses will also 
retail separately for $70. 


PANASONIC VIERA 
TC-P54VT25 54-INCH 
1080P 3D PLASMA HDT 


James Cameron has 

said that Avatar won't 

be released on Blu-ray 

3D until 3D TV sales are 
up. He believes Titanic 

was released on DVD too 
early and he doesn’t want 
to replicate that mistake. 
But you can get a free copy 
of Avatar in 3D—you just 
need to buy any Panasonic 
3D TV, Blu-ray 3D Player 
(which you don’t need if you 
own a PlayStation 3), ora 
Panasonic 3D Home Theater 
System. On the 3D TV 
front, Panasonic’s 54-inch 
active shutter Viera delivers 
a quality, affordable experi- 
ence. Like most new TVs, it 
comes with Internet access 
for Web surfing. One thing 
to keep in mind with active 
shutter technology is that 
it’s on the way out. Also, it 
causes some people to feel 
sick. So try it out before 
making an investment in 
this set. 


There are more affordable ways to bring 
the 3D experience home today thanks 
to falling hardware prices and support 
from all of the major hardware compa- 
nies. Below are some ways to turn your 
gaming and home entertainment set- 


up into a 3D experience. 


NVIDIA GEFORCE 3D 
VISION AND 3D VISION 
SURROUND 

More and more laptops 

and PCs are now coming 
equipped with 3D capabili- 
ties, thanks to Nvidia. Since 
January 2010, Nvidia has 
been working with game 
developers to add 3D sup- 
port to games like Call of 
Duty: Black Ops and World 
of Warcraft: Cataclysm. 
These new laptops and PCs 
will also play the growing 
number of Blu-ray 3D mov- 
ies like Thor, Cars 2 and The 
Lion King 3D. Those looking 
for an immersive desktop 
experience can purchase 3D 
Vision Surround, which is 
essentially three 3D 24-inch 
LCD screens that expand 
the game world across 

three monitors. A growing 
number of games like Crysis 
2 and Bulletstorm support 
this technology. For a more 
affordable alternative, the 
wired 3D Vision Kit costs 
$100 and the wireless ver- 
sion retails for $150. 
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BG! YOUR BRAIN 
BACK TO WORK 


+ Words hy + 


MCKINLEY 


NOBLE 


™f ummers over, but is your brain ready to get back to work 
(or school)? Video games can toughen up your mind 
kK. just as well as books can—and they don't even have to be 
traditional educational titles dike Math Blaster or Reader Rabbit) 
to do this. When you go back to the office or class, play these 
games that exercise the most important organ in your body— 
and get up to speed with everyone else. 


MAT MORY 


BRAIN EXERCISE WITH DR. KAWASHIMA 


@ PLATFORM: iOS 
Dr. Kawashima’s 
brain-busting puzzles 
start out frustrating, 
but days of practice 
will leave you feeling 
smarter in no time. 
Not only does the 
game pressure you 

to add and subtract 
with rapid-fire math 
quizzes, Brain Exercise 
with Dr. Kawashima 
also requires various 
memorization drills. 


l 


P 
Check your current i 
Brain Age. 


PLAYING CALL OF 
DUTY CAN MAKE 
YOUR BRAIN 
THINK FASTER? 


According to researchers at the 
University of Rochester, gamers think 
faster than the average human—but 
even non-educational action games 
can put you ahead of the pack. In an 
October 2010 study, a research team 
had groups of 18- to 25-year-olds play 
50 hours of games. And the end result? 
Those who played Call of Duty and 
Unreal Tournament were able to solve 
visual and auditory problems up to 25 
percent faster than the gamers who 
played The Sims 2. 


@ PLATFORM: DS 


workout—even for adults. 


Some of the world’s best Pokémon players are also great 
statisticians. Although some of Pokémon’s gameplay 
comes down to “rock, paper, scissors” strategy, the game’s 
deeper mechanics are all about numbers. Each Pokémon’s 
attributes (strength, speed, etc.), coupled with item 

and move modifiers, turn the game into a huge battle ; 
of predictions and probability. Winning at this game 
means that you can calculate percentages and other math 
| problems on the fly, which makes for pretty good mental 


VOCABULARY 


@ PLATFORMS: XBLA, iOS 

Even though you can play Scrabble or Words 
With Friends on your iPhone or iPad, you'll 
inevitably run into strange words that 
you ve never heard of before. Quarrel, a 
mix of Risk and Boggle, actually throws 
you a helping hand by teaching you the 
definitions of the words that you and your 
opponents use. Added bonus: It challenges 
you to figure out the numerous anagrams 
hidden in each collection of letters. 


STATISTICS & 
PROBABILITY 


POKEMON BLACK & WHITE 


EMON INFO 
* HP 


* Attack 
* Defensa 


* Sp. Atk 


. Def 
Speed 


» = 


£232 


@ PLATFORMS: PSN, XBLA 

Mercury Hg may be a fairly straightfor- 
ward puzzle game, but it’s nonetheless 

an interesting way to learn the Periodic 
Table of Elements. Each level is based on a 
specific element, like hydrogen, magne- 
sium, oxygen, and (of course) mercury, 


prs 


the game, you're also learning the long and 
complicated list of elements that make up 
our universe. 


MID 


BUSINESS 
MANAGEMENT 


@ PLATFORM: iOS 


Not only will Tiny Tower consume much 

of your free time, but you'll likely also lay 
awake at night thinking up better strategies 
to get the most out of your tower. Saving 
up Tower Bux, overseeing the layout of your 
tower, restocking shops, and managing 
your Bitizens are just a few of the tasks you 
juggle at once. But if you can successfully 
pull off a multifloor hub of commerce and 
efficiency, you can probably apply similar 
multitasking skills to real life. 


SCIENCE 


ensuring that as you unlock various parts of 


3 GAMES THAT WILL 


MELT YOUR BRAIN 


MYST 

When Myst first launched, nothing 
outside of a step-by-step player's guide 
could help you solve some of the more 
strange and utterly baffling puzzles. 


TETRIS: 
THE GRAND MASTER 


All the brain power in the world won't 
help you here, as this Tetris game 


comes equipped with instant drops 
and 999 levels. 


EVERY PROFESSOR 
LAYTON GAME 

Once the Professor Layton titles start 
going beyond simple math and word 
puzzles, the advanced logic brain teas- 
ers will halt you in your tracks. 


WORLD CULTURES 
& GEOGRAPHY 


@ PLATFORM: PC 

Civilization V can put some odd twists on 
world history, such as the Americans found- 
ing an empire in Africa, France reaching 
space before anyone else, and the discovery 
of nuclear power in the Victorian Era. But 
one real-life thing you can learn about from 
Civilization V is world culture. Each civiliza- 
tion is associated with famous historical fig- 
ures (like Oda Nobunaga or George Wash- 
ington), and as your empire spreads, you'll 
be exposed to many interesting aspects 

of different societies. You'll likely learn a 
handful of world capitals by heart, too. 


PORTAL 2 


@ PLATFORMS: PS3, X360, PC 

Portal 2 doesn’t require any knowledge of math or science, but it makes you rack your brain 
more than just about any other game on this list. Portal 2 deliberately takes things away 
from you—and dangles carrots just out of your reach with easy-to-see but hard-to-reach 
switches and buttons. The game requires a lot of trial and error in getting from “Point A to 
Point B,” so solving every level is a great exercise in thinking outside the box. 
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THE LEGEND OF ZELDA: 
SKYWARD SWORD 


PLATFORM: NINTENDO Wii DEVELOPER: NINTENDO 
RELEASE DATE: FALL 


ith the unveiling of the Wii U at E3 this summer, The Legend of Zelda: Skyward 
Sword could very well be the last important game for the original Wii platform. 
From what we've seen of the game so far, such as the impressionistic art style 
and the improved application of the Wii MotionPlus controller, Skyward Sword should be 


a fitting swan song for the successful platform. Plus, it just seems like it’s time for a more 
mature-looking Link. Thanks, Miyamoto! 


THIS 


WHEN THE HAIR ON 
OUR NECKS STARTS 
STANDING ON END. 


FOR GAMERS 
IS THE SEASON 


Big, exciting games are coming—and soon. 
And no matter what kind of games you're 
into, there’s something you're very excited 
to play. We Know we are, So here’s our 

top 10 most anticipated games of the com- 
INg season: the best games left in 2011. 


WASTELANDS, ROAD WARRIORS, « 
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RAGE 


PLATFORMS: PS3, X360, PC 
DEVELOPER: ID SOFTWARE 
RELEASE DATE: OCTOBER 4 


d Software pretty much single-handedly invented the 
first-person shooter genre—arguably the most popular 
kind of video game—with legends like Doom, Quake, 


and Wolfenstein. So their first original IP in over 14 years 
(since the original Quake) is a big friggin’ deal. Don’t 
discount Rage as “yet another blockbuster shooter set in a 
postapocalyptic setting.” The game features a fascinating 
universe and story powered by the eyeball-melting id Tech 
5 graphics engine. Seriously, this game looks gorgeous. 


GEARS OF WAR 3 


The most 


from These subterranean shape-shifters are even deadlier than 


the Locust race they’ve mutated from. Lambent breeds 


Gea rs of Wa r 3 include giant plant-like beasts that spew out other smaller 
J 


monsters and horrors that can stretch their 


Skyrim and Ra e appendages like some twisted, alien Mr. Fantastic. 
: ge. 
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THE ELDER SCROLLS V: SKYRIM 


PLATFORMS: PS3, XBOX 360, PC 
DEVELOPER: BETHESDA SOFTWORKS 
RELEASE DATE: NOVEMBER 11 


t seems like more than five years have passed since the last The Elder Scrolls game was 
released—you might have heard of it, an obscure little title called Oblivion—mainly 
because so much has happened since. For instance, DLC has moved beyond simple horse 
armor. And Bethesda has dropped another rather large RPG in that time, Fallout 3. But 
fans of old-school fantasy-based roleplaying are obviously excited for the adventures on tap 
in Skyrim; a deeply engaging, lore-filled adventure full of all the magic and monsters you 
could possibly want. 


THE ELDER SCROLLS V: SKYRIM RAGE 
MAMMOTH MUTANTS 


FROST TROLLS 


These towering three-eyed terrors are a force to be reck- 
oned with. As their name suggests, the Frost Trolls are 
found in icy environments. While they may not be the 


brightest lifeform in all of Skyrim, they’re extremely tough ened of are the giants, which can be as huge as a three- 


Rage’s bone-dry badlands are crawling with these distant 
relatives of Sloth from The Goonies. Mutants come ina 
variety of misshapes and sizes, but what we’re most fright- 


to slay. story building! 


WOMEN WARRIORS, SHAPE-SHIFTERS, 


f RODENT LAUNCHERS 


* GEARS OF WAR 3 


PLATFORM: X360 DEVELOPER: EPIC GAMES 
RELEASE DATE: SEPTEMBER 20 


hl. —- = 


s with all sci-fi trilogies, Epic Games’ Gears of War saga will reach its conclusion. 
Will Marcus Fenix and the Gears purge the planet of the Locust Horde once and 
for all? Will any of the Gears die in this final confrontation with humanity’s worst 
nightmares? Even though we're excited that many of the series’ mysteries will finally be 
addressed, it’s bittersweet to see the end of Gears’ main storyline, too. 
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UNCHARTED: 


The upcoming PlayStation Vita- 
exclusive Uncharted game, which 
takes place prior to the events of the 
original PS3 adventure, finds star 
Nathan Drake in Central America, 
where a Spanish expedition met its 
end in a bloody massacre. 


UNCHARTED: 


The original Uncharted unfolds the 


to be a relative of renowned ex- 
plorer Sir Francis Drake. Following 
in his ancestors footsteps, Drake— 
along with the help of Victor “Sully” 
Sullivan and Elena Fisher—goes on 
an expedition to uncover the long- 


UNCHARTED 3: 


The third chapter in the main 


and Sully searching for the lost city 
of Iram. The tale’s loosely based on 
the historical archaeology records 
of British Army officer T.E. 
Lawrence. As in the Lawrence 

of Lawrence of Arabia. 


+ TREASURE HUNTING, LOST CITIES, 


tale of Nathan Drake, who’s revealed ¥ 


lost treasure of El Dorado. if, 


Uncharted story arc centers on Drake 


UNCHARTED 3 


PLATFORM: PS3 DEVELOPER: NAUGHTY DOG 


RELEASE DATE: NOVEMBER 1 
n terms of cinematic storytelling, few gamemakers are as proficient in sucking 
you into their world as Naughty Dog and their Uncharted series. The developer 
not only refined the core experience by creating a larger sense of scale and 

adventure for Uncharted 2, but they also got you to genuinely care about characters 


like Nathan Drake, Sully, and Elena. And after the last Indy flick failed to slack our 
thirst for adventure, we're looking to Uncharted 3: Drake’s Deception to get our fix. 


We chart Nathan Drake’s major exploits, from motion comics to video games. 


UNCHARTED: 


s -The Eye of Indra is a four-part mo- 

4 tion comic that serves as a prequel 
that directly lead to the beginning 
of Uncharted: Drake’s Fortune. The 
» comic chronicles the adventures of 
Drake and Eddy Raja as they head to 

| Indonesia to steal a coveted artifact: 
»\ the Eye of Indra. 


‘j) UNCHARTED 2: 


“gf Picking up two years after the events 
= of Drake’s Fortune, this sequel fol- 
».. lows Drake as he attempts to thwart 

 @ the efforts of war criminal Zoran 

Lazarevic, who’s after the Cintamani 

Stone. Drake must question who his 

allies are as the intentions of Harry 

Flynn and ex-girlfriend Chloe Frazer, 


are unclear. 
UNCHARTED: 


# Christopher Golden’s novelization 

§ of the Uncharted series is described 

as neither a prequel or a sequel to 

Fr any of the games. Instead, it tells the 
ta story of Drake as he’s called to New 

= ™ York City to investigate the murder of 
%g Sully’s friend and famed archeologist. 


“GROUP B" RALLY CARS 


™ When cars are so insanely fast they kill people and get banned, you know you just have to drive them. 


MORE KINECT INTEGRATION 


™ Head-tracking is interesting, but how about flipping off annoying drivers in multiplayer mode? 


DONK INDEX 


™ To go along with the Performance Index, there should be a Donk Index for people who insist on putting their 
tasteless neon-colored cars on tottering 21-inch rims. 


2 MMI CARS, CARS, « MORE CARS 


= FORZA MOTORSPORT 4 


PLATFORM: X360 DEVELOPER: TURN 10 
RELEASE DATE: OCTOBER 11 


hile there is surely some crossover, there’s a differ- 
ence between Forza fans and Gran Turismo fans, often 
having a lot to do with their fanboy allegiances to the 
PS3 or Xbox 360. But nonetheless, both games are a treat for 
fans of racing simulators, as they’re dedicated to hyperrealistic 
physics and controls and hyperrealistic graphics. Forza, though, 
has always had a certain something in terms of accessibility, 

and the added head-tracking capabilities and being able to port 
over all your cars from Forza 3 has got us putting on our gloves 
and Puma driving shoes in anticipation. 


GT +) TOP 10 GAMES OF FALL 2011 


BATARANGS, BEATDOWNS, e 


BATMAN: ARKHAM CITY 


PLATFORMS: PS3, X360, PC, Wii U DEVELOPER: ROCKSTEADY 
STUDIOS RELEASE DATE: OCTOBER 18 


ven if you only are a casual Batman fan that doesn’t delve into anything aside from 
Christopher Nolan’s Dark Knight films, Rocksteady Studios’ Batman video games are 
certainly worth playing. On top of Arkham City’s new enemies (Penguin, Mr. Freeze, 


Calendar Man, etc.) and playable characters (Catwoman, Robin), we’re stoked that the 
stealth-infused, open-world action featured in the previous game is being spread out over a 


less confined setting: Gotham’s slums, the forbidding Arkham City. 


ARKHAM CITY THREE-WAY 


The three playable heroes of Arkham City get busy 


CATWOMAN -----: 


Played by veteran voiceover actress 
Grey DeLisle, Catwoman brings a 
slinky and sexy twist to the player 


characters of Arkham City. Her fighting 


style is different from Batman’s; she 
relies on quicker, acrobatic, more cat- 
like moves to take down bigger, more 
slow-moving enemies. With her whip 
and her claws, she'll dispatch baddies 
with amazing feline efficiency, often 
using her stealthy movements (like 
crawling on the ceiling) to dispatch 
them before they even know she’s 
there. Mee-row! 


4 


ia 


v 


BATMAN :----- 


The Batman of Arkham City is still the 
powerfully muscled tiberdetective of 
the first game. But his abilities and 
equipment have received numerous 
enhancements, such as smoke bombs 
and a detective mode with new capa- 
bilities. But what’s most noticeable is 
the refinement of his hand-to-hand 
combat system, which has a more for- 
giving counter system and a plethora 
of new finishing moves. He may bea 
great detective, but he’s also an amaz- 
ing kicker of asses. 


RO 


oe 


BIN '----------------- 


Tim Drake is known for being the 
smart one in the Batman family, so 

it makes sense that he appears in the 
puzzle-based challenge modes. His 
nimble gymnastic moves should come 
in quite handy, as should his back- 
ground as a tough as nails cage fighter. 
But his gadgetry—like his collapsible 
staff and maybe some of his special “R” 
shurikens—should give a new twist to 
playing through the challenge maps, 
including two new ones: Black Mask 
Hideout and Freight Train Escape. 


ASSASSIN’S CREED 
IS EVERYWHERE 


The fictionally historic lore of the Assassin's Creed series is rich. Weaving real-world 
events and people into a time-traveling sci-fi tale has given Ubisoft plenty of oppor- 
tunities to tell stories. But they’ve gone far beyond what’s in the games in a series of 
novels, comic books, and short animated films, in addition to a bunch of other cool 
stuff. Here’s a quick look at some of the neater things coming out of UbiWorkshop, 
the team dedicated to filling out the rest of the Assassin’s Creed universe. 


ASSASSIN’S CREED: 
THE ENCYCLOPEDIA 


It’s everything you every wanted 

to know about Assassin's Creed but 
were afraid to ask. It started out 

as just an art book, but it quickly 
morphed into a full-on encyclope- 
dia when they realized how much 
content UbiWorkshop had. Expect 
tons of original art, both officially 
sanctioned and from the fans in this 
behemoth for your coffee table. 


UBICOLLECTIBLES 


Once youre a grownup, you don’t 
have to call them toys anymore. 
The UbiWorkshop guys have cre- 
ated their own division to handle 
the high-end collectible toys and 
sculptures for various Ubi proper- 
ties. This premium, limited edition 
merch comes at a price, but it is 
necessary for anyone who considers 
themselves a true superfan. 


sis LU TEMPLARS, OTTOMANS, « HOODIES 


ASSASSIN’S CREED: 
REVELATIONS 


PLATFORMS: PS3, X360, PC DEVELOPER: UBISOFT 
MONTREAL RELEASE DATE: NOVEMBER 15/OCTOBER 25 


[::: be fooled by the fact that this is technically Assassin’s Creed 2.2— 


ASSASSIN’S CREED: EMBERS 
Not much is known about the content of this animated 
short that’s scheduled to be released along with Assassin’s 
Creed: Revelations in November. The trailer shows a guy 
in front of a fireplace and another guy standing on a roof. 
But we are expecting more details about how the overall 
story might pan out after this latest installment of the 
history-drenched adventure game. 


Revelations is as much of a legitimate sequel as you could expect. It fea- 

tures Ezio, Altair, and Desmond, the three playable characters, in what is 
shaping up to be some kind of grand finale before whatever Assassin's Creed 3 will 
have to offer. The Revolutionary period? Outer space? Who knows? Assassin’s 
Creed: Revelations looks like the definitive game in the series so far and a heck of a 
sendoff for Altair and Ezio, who we’ve come to know so well. 


GT x) TOP 10 GAMES OF FALL 2011 


THE TOP 10 GAMES OF FALL 


7 reasons 


Modern Warfare’s exhilarating—and 
tremendously popular—Spec-Ops 

mode returns, in not just one but two 
new versions: the traditional challenge- 
based Spec-Ops missions, and a new 
“Zombies’-like survival mode where you 
must use some strategy to defeat waves 
of progressively tougher enemies. 


Call of Duty: Modern Warfare 3 runs at 
a staggering 60FPS and at a resolu- 


oD 


tion of 1080p. The console-version of 


Battlefield 3? It runs at 30 FPS at 720p. 


MODERN 
WARFARE 3 


PLATFORMS: PS3, X360, PC 


DEVELOPER: INFINITY WARD/ 
SLEDGEHAMMER GAMES/ 
RAVEN SOFTWARE 

RELEASE DATE: NOVEMBER 8 


attlefield 3 may be the more visually 
astounding game, but creating a re- 
alistic representation of modern-day 


combat isn’t everything. Sometimes we want 
a little action-movie flair and embellishment 
in our shooters, too. Modern Warfare 3 not 
only fulfills our desires to pretend we’re 
Arnold Schwarzenegger, but it also sports a 
fantastic, feature-packed multiplayer offer- 
ing—including two new versions of MWF2’s 
tremendously fun Spec-Ops mode. 


is the superior shooter. 


Modern Warfare 3 on PS3 or X360 
might not be as visually mesmerizing 
as Battlefield 3 on PC. But unlike BF3, 
MWES is not stripped down to run 
smoothly on consoles. 


Activision's subscription-based 
premium multiplayer service could 
be seen as a pro or acon, but Elite is 
still another way for fans to get more 
involved in the series—and improve 
their skills on the battlefield. 


Multiplayer perks that previously 
gave players an unfair advantage over 
others are being excised from Modern 
Warfare 3 in order to deliver a more 
balanced experience. 


Realistic combat is important for any 
shooter, but Call of Duty allows itself 
to occasionally step outside the bounds 
of reality in order deliver a more vis- 
ceral experience. 


THE TOP 10 GAMES OF FALL 


“TANK 


BATTLEFIELD 3 


PLATFORMS: PS3, XBOX 360, PC 


DEVELOPER: EA DICE 
RELEASE DATE: OCTOBER 25 


: t's funny that the two biggest games of 


the fall are about taking the role of a 

soldier fighting for the good ol’ U.S. of A. 
But almost everyone loves a good realistic 
military shooter, regardless of its specific 
flavor. Battlefield 3 gets the nudge for its 
slightly superior graphics and vehicle-based 

- combat. It’s not like you have to choose 

only one; there will be plenty of people 
online playing both games. But Battlefield 
3 is something we’re a bit more excited for 
thanks to EA DICE’s excellent reputation for 
developing games that are not only amazing 
looking but also some of the best multiplay- 
er experiences around. 


7 reasons is the superior shooter. 


DICE has made it perfectly clear that ) , 

Battlefield 3 is being built for PC first Battlefield 3 is packed with vehicles you Nuff said. 
and foremost. Powered by the Frost- can jump into and play with, such as 

bite 2 engine, the game’s mind-blowing _ fighter jets, tanks, jeeps, helicopters, 

visuals could probably only be achieved and mobile artillery vehicles. 


on a PC (or PS4 or X720). 
Sound is a huge focus for Battlefield 3’s 

te} te) = designers, including everything from 
The realistic level of destruction you Instead of just same old team voices to multiple effects for bullets 
can inflict on your surroundings and deathmatch, Battlefield 3 features ricocheting off different surfaces. 
the objects in Battlefield3iseven more __ four playable classes (Support, Voiceover Producer Thomas Danko 
sophisticated than Battlefield: Bad Engineer, Assault, and Recon), each boasts that “no FPS ever had this large 
Company 2's already impressive with their own capabilities and amount of [voiceover] variations for 


Destruction 2.0 feature. combat advantages. multiplayer, not even close.” 


Ooo | saat ria eGR arn aT READ caliextctoncumtnm insemination cs meant athe ahaa ase sated 
BHEREEEEE i 
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Cody Oliver suits up 
* - = @ » 4 > a in the motion-capture 
lab at Becker College 
as Laura Brown tinkers 
with a camera. Oliver 


f youre a high-school senior, you're likely in can be considered one of 
the thick of deciding what you want to do Becker's success stories. 
with your life and which college or universi- Saale 
ty will help you get there. Making games has shan’ peo Miccd 
become not only a fun, brag-worthy career Pixel Studios. So far, he’s 
but one that can be financially fulfilling as a ee er 

' ' ' ' iOS platforms. Simplistic 
well. But since gaming is still relatively new, Mastermind is a digital 
not many schools have dedicated programs, re-creation of the old 
and some of those who do may not have board game Mastermind, 
the faculty or industry connections to re- oe laalinemengintl 
ally help you succeed. With the help of The defense game. Both are 
Princeton Review, GamePro has assembled $.99. 


a list of the best colleges to look at if you 
want to make games. 


cae at 
Bree ie! 
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DREXEL 


UNIVERSITY 


LOCATION: 
PHILADELPHIA, PENNSYLVANIA 


DEGREES OFFERED: 

B.S. INGAME ART AND 

PRODUCTION, B.S. IN GAME 

PROGRAMMING AND DEVELOP- 

MENT, M.S. IN DIGITAL MEDIA 

| (INCLUDING GAMES), M.S. 
AND PH.D. IN COMPUTER SCI- 

ENCE (INCLUDING GAMES) 


# OF STUDENTS ENROLLED: 
APPROXIMATELY 100 IN ALL 
PROGRAMS COMBINED 


STUDENT/FACULTY RATIO: 
16:1 


ANNUAL TUITION: 
$32,000-$39,700, DEPENDING 
ON PROGRAM 


SACRED 
HEART 


UNIVERSITY 


LOCATION: FAIRFIELD, CONN. 
DEGREES OFFERED: 


B.S. AND M.S IN COMPUTER SCI- 


ENCE (GAMING TRACK) 


# OF STUDENTS ENROLLED: 
47 


STUDENT/FACULTY RATIO: 
12:1 


ANNUAL TUITION: 
$32,500 


> WHY DREXEL? 
Unlike many other uni- 
versities, Drexel’s gaming 
program lives in more 
than one department 

in order to mirror the 
varied disciplines in the 
gaming industry. Art and 
production live in Drexel’s 
Westphal College of Media 
Arts and Design, while 
programming lives in the 
College of Engineering. 
Students from both of 
these parts of the school, 
as well as students from 
script writing, music, and 
business, will come to- 
gether as part of Drexel’s 
RePlay Lab, where they all 
work on projects, giving 
students an experience as 
close to commercial game 
development as possible. 
Drexel graduates have 
gone to work at Microsoft 
Game Studios, Microsoft 
Xbox Live, NCSoft, 


and Pixar. 


> WHY SACRED 
HEART? 

Professor Domenick 

J. Pinto says Sacred 
Heart's small class size 
and project-oriented 
curriculum offer stu- 
dents the chance to not 
only learn about game 
design but to actually 
design their own games, 
both individually and 
as part of a group. 

The curriculum also 
includes a wide variety 
of topics, including net- 
working, security, and 
analysis of algorithms, 
in addition to core 
game programming, so 
students are prepared 
for a wide variety of 
positions after they 
graduate. And speaking 
of graduates, Sacred 
Heart alumni have 
gone to work at places 
like Google, Yahoo!, 
and Arcadia. 


FLORIDA 


INTERACTIVE 
ENTERTAINMENT 


ACADEMY 


AT THE UNIVERSITY 
OF CENTRAL FLORIDA 


LOCATION: 
ORLANDO, FLORIDA 


DEGREES OFFERED: 
M.S. IN INTERACTIVE ENTER- 
TAINMENT 


# OF STUDENTS ENROLLED: 
67 

STUDENT/FACULTY RATIO: 
10:1 


ANNUAL TUITION: 

$33,000 IN-STATE FOR ENTIRE 
PROGRAM (16 MONTHS), 
$55,000 OUT-OF-STATE FOR 
ENTIRE PROGRAM 


SAVANNAH 
COLLEGE 


OF ART AND 


DESIGN 


LOCATION: 
SAVANNAH, GEORGIA 


DEGREES OFFERED: 

B.A., M.A., B.F.A. AND M.F.A. 
IN INTERACTIVE DESIGN AND 
GAME DEVELOPMENT 


# OF STUDENTS ENROLLED: 
398 IN ALL PROGRAMS COM.- 
BINED 


STUDENT/FACULTY RATIO: 
16:1 


ANNUAL TUITION: 
$30,510-$30,960, DEPENDING 
ON PROGRAM 


> WHY FIEA? 

Like SCAD, the Florida 
Interactive Entertainment 
Academy prides itself on 
the experience of its faculty. 
Its instructors (all of which 
are full-time) have shipped 
more than 40 games and 
have worked for places like 
Microsoft, Electronic Arts, 
and Take Two. Students 
work on teams through- 
out the duration of the 
program, combining artists, 
programmers, and design- 
ers to mirror real-world 
game development. They 
also work with widely used 
technologies, such as the 
Unreal Engine, Unity, and 
Flash. Graduates of FIEA 
have gone on to work for 
BioWare, Ubisoft, Bethesda, 
and Disney. 


> WHY SCAD? 
Savannah College of Art 
Design prides itself on its 
strong industry connec- 
tion. Besides having faculty 
who are veterans of the 
game industry, the school 
regularly puts students in 
contact with studio recruit- 
ers. The curriculum also 
includes courses outside of 
game development, includ- 
ing film, visual effects, and 
sound design, in order to 
give students a well-round- 
ed education. Graduates of 
SCAD have gone to work 
for Bungie, Electronic Arts, 
THQ, Activision, Zynga, and 
Epic. 


MAKEIT 
YOUR 
CAREER. 


/\GAMING 
YOU 
OBBY, 


SION: 


Don't just sit on the sidelines... get in the game! And get 
into one of our undergraduate or graduate programs for 
Computer Game Design and Development. Now’s 
the perfect time, because computer games aren't just 
for fun anymore. Today, they’re also a great way to get 
into an exciting, profitable, fun-filled career. Sacred 
Heart University offers Bachelor and Master degree 
programs to enhance your gaming skills big-time. 

You'll take courses like Game Design, Storyboarding, 
Animation, Action Scripting and much more. You won’t 
“just” be a gamer anymore. You can be a game 

and genre creator! Do it now. It’s one of the smartest 
Career moves you can make — because the need for 
computer game developers is greater than ever. Learn 
more about Sacred Heart University’s Game Design 
programs today. Call Steve at (203) 365-4735 or visit 
www.sacredheart.edu/gaming.cfm 


SACRED HEART UNIVERSITY 


9151 PARK AVENUE, FAIRFIELD, CT 06825 e WWW.SACREDHEART.EDU/GAMING.CFM 


BECKER 
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>WHY WPI? 


WORCESTER The Worcester Polytechnic 
Institute’s program educates 
POLYTECHNIC students in art, design, and 
INSTITUTE technical aspects of game 
development. Students 
can choose to focus on one 
discipline or all of them. 
Professor Mark Claypool 
says students are placed in 
groups immediately, and 
the curriculum is focused on 
good teamwork and com- 
munication. Many classes 
throughout the program 
LOCATION: involve students creating 
WORCHESTER, MASSACHUSETTS games from scratch. Gradu- 
DEGREES OFFERED: ates of WPI have gone on to 
B.S. AND M.S. IN INTERACTIVE work at Harmonix, Turbine, 


MEDIA AND GAME DEVELOP- and Linden Labs. 
MENT 


# OF STUDENTS ENROLLED: 
200 


Pr STUDENT/FACULTY RATIO: 
Accredited 14:1 ' 
BA degree pa ANNUAL TUITION: 
that stresses | | _ 4 $39,450 
a unique blend ie 


* 


‘ih 


programming 
and design coursework - 


| a a > WHY FULL SAIL? 
Wel d ——/\ | FU Tl § Al | Full Sail University’s 
7 -rounde education 7 : programs are accelerated, 
that includes general . a with undergraduate degrees 
UNIVERSITY completed in just over five 


education and | é , 
liberal or. “See ' semesters and the graduate 

| ~~ @ \ degree completed in three. 
The school also operates in 
40-hour weeks and 24-hour 
schedules, in order to prepare 
students for the demands of 

ee working in the real world. 

Full range of 3D a at Full Sail’s faculty is made up 

oo, My, LOCATION: of experienced industry vet- 
Yih Poli S y os WINTER PARK, FLORIDA nant and the school has an 


DEGREES OFFERED: active advisory board made 
te! B.S. IN GAME DEVELOPMENT, B.S. 
1 IN GAME ART (ONLINE DEGREE [aaa or Laatste nae Sent 
ae AVAILABLE), B.S. IN GAME working in the industry. 
PMATeNECO) NEN ey aeiaw Zee §=During the last five months 
ABLE), M.S. IN GAME DESIGN of the program, students 


#OF STUDENTS ENROLLED: from all disciplines must 
MORE THAN 1,900 work together in a studio- 


Home of STUDENT/FACULTY RATIO: simulated environment to 


motion capture st 


ie VEO) RON MON produce a game together. Full 
8 ANNUAL TUITION: Sail graduates have gone to 
_ Digital $30,100 FOR UNDERGRADUATE, work at Bungie, Insomniac, 
4 a Games $20,300 FOR GRADUATE Microsoft Kinect, id, and 
= Institute 


Electronic Arts. 


"BECKER : COLLEGE 
61 Sever Street, Worcester, MA 01609 
508. 11 aS Toll — 877. 5 5.BECKER 


lied by WPI student Don Goxho ‘10 


> THE PRINCETON REVIEW cl) 


> WHY THE ART IN- 


STITUTE OF 
VANCOUVER? 
The Art Institute’s program 


begins with teaching stu- 
] N STITUTE dents the basic principles 
and gradually moves them 
0 F VAN CO UVER into more advanced con- 
cepts. The faculty is made 
up of industry veterans, 
and students create games 


from scratch multiple times 

throughout the program. 
LOCATION: In addition, students get an 
VAN Se AUG RSCRUUMM education in script writing 
CANADA 

character design, and game 
balancing and mechan- 


DEGREES OFFERED: 
DIPLOMA PROGRAMS INGAME 
ART AND DESIGN, AND VISUAL  aegeeebaaKesbchgcemen Maal ates 


’ a 
AND GAME PROGRAMMING Institute have gone to work eo | 
# OF STUDENTS ENROLLED: at Electronic Arts, Sony, ; = oP 
2,849 and THQ. | Pe » 
STUDENT/FACULTY RATIO: >) r 
15:1 = = 
ANNUAL TUITION: . 


MS a 
4S 8 
or 


$36,000-$46,000, DEPENDING 
ON PROGRAM AND DOMESTIC/ 
INTERNATIONAL STATUS 


What happens when art 


> WHY BECKER? meets technology? 
Dr. Paul Cotnoir says Becker | 
BECKER offers “true” game design : 
programs, not courses , 
COLLEGE bundled in with a larger : ames Aare OTA. 
computer science degree. 


Becker also has a 3D 
motion-capture lab on site, 
and is part of the MassDigi 
initiative, which is a state 


program designed to give program teaches technical artists and artistic 
game students wide access 


to gaming companies in programmers to be leaders in the field. Recognized 
Massachusetts. Students 
have the opportunity to 


make games from scratch The Princeton Review as one of the “Top 7 


7 multiple times throughout : : n 
WETTER the program and receive an Undergraduate Game Design Programs,” WP! 


DEGREES OFFERED: education developing on a students work in teams to design and develop games 
WRC SSchae meme variety of platforms. Some : | 
GAME DEVELOPMENT of Becker's students have from day one. At WPI, when art and technology 


#OF STUDENTS ENROLLED: Sven MuLNeCaSetl TAGiE WOER meet, inspiration and creativity are unleashed. 
300 at PAX East. Graduates of 


STUDENT/FACULTY RATIO: Becker have gone on to 
18:1 work for Blizzard, Harmo- 


ANNUAL TUITION: nix, and Demiurge, while admissions.wpi.edu / +imgd 


$28,490 many have formed their 
: WORCESTER 
POLYTECHNIC 
INSTITUTE 


WPI's Interactive Media and Game Development 


by GamePro magazine, and ranked by 


own game studios. 


08 | THE PRINCETON REVIEW <¢--~-~--~----------------------------- 2-2-2 2-2-2222 2-2--2----------------- 


HEY, MOM! 
| MADE A VIDEO GAME! 


You can find the work of graduates from The Princeton Review's top game-design 


school in hit titles, indie darlings, and everything in between. Here’s a look at some of the 
notable games that count these alums among their designers. 


RED FACTION: ARMAGEDDON DONKEY KONG COUNTRY HALO SERIES 

ALUM: J GOLDBERG RETURNS, METROID: PRIME ALUM: CJ) COWAN 

POSITION: COMMUNITY MANAGER ALUM: MIKE WIKAN POSITION: STORY DESIGN LEAD 
SCHOOL: DREXEL UNIVERSITY’S POSITION: LEAD GAME DESIGNER SCHOOL: SAVANNAH COLLEGE 
WESTPHAL COLLEGE OF MEDIA ARTS SCHOOL: SAVANNAH COLLEGE OF ART AND DESIGN 

AND DESIGN OF ART AND DESIGN COMPANY: BUNGIE STUDIOS 
COMPANY: VOLITION, INC. COMPANY: ID SOFTWARE 


DEAD SPACE 2 STAR WARS: CALL OF DUTY: 

ALUM: RAFAEL SABINO THE FORCE UNLEASHED 2 MODERN WARFARE 2 
POSITION: SOFTWARE ENGINEER ALUM: BEN RETAN ALUM: CHANCE GLASCO 
SCHOOL: FLORIDA INTERACTIVE POSITION: SYSTEMS DESIGNER POSITION: ANIMATOR 
ENTERTAINMENT ACADEMY (UCF) SCHOOL: FULL SAIL UNIVERSITY SCHOOL: FULL SAIL UNIVERSITY 
COMPANY: VISCERAL GAMES, COMPANY: LUCASARTS COMPANY: INFINITY WARD 


ELECTRONIC ARTS 


ik tu es° iivel The s Art institutes i isa Sater of over 45 ae i 
| Hfevels: a and scheduling options vary by school. A range of 

ATE TOMORROW es ‘anlie course scebaaban is available oe ehools: Several institutions included in The Art Institutes system are 
campuses of South Unive rsity. Admi istrative Office: 210 Sixth Ave., 33rd Floor, Pittsburgh, PA 15222 


THICK 
GLOSSY 
BIG 
GORGEOUS 


GAMEPRO QUARTERLY 
OUT ON NEWSSTANDS 
NOVEMBER 


— 


GAMEPRO 
QUARTERLY 


144 PAGES 
CUTTING-EDGE 
COMPREHENSIVE 
VISUALLY STUNNING 
aaa: RECORD 
MING'S PAST, 
PRESENT AND FUTURE 


ACROSS ALL PLATFORMS 
AND SYSTEMS 


FIND OUT WHAT THE 
GAMEPROS ARE PLAYING. 
AND WHAT THEY’RE NOT. 


PLAYING 


. 
s 


Alpha Protocol 

Avadon: The Black Fortress 
Bleach: Soul Resurreccién 
Block Breaker 

Breitling Reno Air Races 
Chiller 

Continuity 2: The Continuation 
Critical Mass 

Civilization World 

Death Rally 

Dungeon Siege Ill 

Earth Defense Force: 
Insect Armageddon 

E| Shaddai: 

Ascension of the Metatron 
Excitebike 

Feed Me Oil 

FEAL 3 

Forza Motorsport 3 
Hanging with Friends 
Kirby’s Dream Land 

Mass Effect 

Mass Effect 2 

Ms. Explosion Man 

NCAA Football 12 

Red Johnson’s Chronicles 
Resident Evil: Revelations 
Spiral Knights 

Star Fox 3D 

Street Fighter IV Volt 
Terraria 

Team Fortress 2 

Tiny Tower 

Uncharted 3 Multiplayer 
Vanquish 


Gamers joke a lot about their Nintendo Wii’s sitting in their media cabinets gathering 
dust. But it’s kinda trtue—how many interesting games come out for Nintendo's motion-controlled box 
these days? We looked back several months to see how many Wii games appeared in our platform 
pages...and realized that we had written about just one—The Conduit 2 in our August 2011 issue. 
GamePro Big Boss Jaz Rignall tells us why it’s over for the Wii this generation on page 83. 


SONY 


What’s Kept 
Us Playing 


UPCOMING GAMES 


1. Ico/Shadow of the 
Colossus Collection 
2. Resistance 3 

3. Dead Island 
4.Warhammer 40K: 
Space Marine 

5. God of War: Origins 


BEST-SELLING 


1. NCAA Football 12 
2.God of War Ill 

3. Call of Duty: Black 
Ops 

4.L.A. Noire 

5. Infamous 2 


Red Johnson's 
Chronicles (PSN) 
While it may look like a 
straight-up adventure game 
that borrows heavily from Ace 
“According to Attorney, you'll find just as 
VGChartz.com. 
in this gritty, serious game. 
Sure, the PlayStation probably 
doesn't provide the best 
interface for pixel-hunting, the 
quick-time events are mostly 
unnecessary, and the voice 
acting can be a little cheesy, 
but this oft-forgotten genre is 
still a great way to deliver both 
story and puzzles to modern 
gamers. If you're looking for 

a more serious version of Sam 
& Max, there really isn’t a 
better console choice than Red 
Johnson's Chronicles. 

—Justin Haywald 


@TimLyons: lm not 
a big Anime fan, but 
#Catherine has some 
legs, no wait, | mean 
she’s surprisingly a 
good time...err...her 
boobs are huge. 


much Professor Layton mixed — mm 


Uncharted 3 Multiplayer Beta (PS3) 
I can’t ignore the series any longer after getting swept up in the 
multiplayer beta. It’s strange—I always assumed the game was a 
cross between Indiana Jones and Tomb Raider, but the multiplayer 
plays out more like Assassin's Creed crossed with Gears of War. Sure, 
there's running and gunning, but it also has some really tough 
platforming sections that can swing victory to your side if you get 
yourself in the right position. I’m especially a fan of the opening 
sequence of the airport mission, which requires you to scramble ona 
cargo plane while fighting opponents jumping from jeep to jeep. The 
only catch with all of this fun: I’m really, really bad at it. I now have 
even more incentive to play the earlier installments of the series so 
I can familiarize myself with the characters, story, and oh, yes, the 
controls.—Chris Holt 


Dungeon Siege lil 
(PS3) 
I’m always looking for co-op 
RPGs I can play with my wife. I 
got her hooked on such games 
in 2009 with Sacred II—now 
all I’ve got to do is teach her 
not to take all of the loot. This 
isn’t as much of a problem in 
Dungeon Siege III—every item 
of loot that lands on the ground 
has the appropriate character’s 
portrait next to it. What is a 
problem with Dungeon Siege III 
is that it’s unremarkable. I’m 
having fun with it, and while I 
appreciate Obsidian’s attempt 
to add more of a plot to the 
game, it doesn’t add all that 
much. It’s still fun hacking- 
‘n’-slashing, but at this point, 
unless the game surprises me, 
I doubt we'll finish it or ever go 
back to it.—Jason Wilson 


What We’re Not 
Sure We Like 


Bleach: Soul 
Resurreccién (PS3) 
Anime games are something 
that I always approach with 
apprehension. So many of 
them are terrible. But I’m 
actually really liking Bleach: Soul 
Resurreccion so far, even though 
it’s basically another Dynasty 
Warriors clone, like the Gundam 
and Fist of the North Star games. 
Visually, the game looks just 
like the anime, which is a nice 
plus. And the combat is really 
fast-paced. In the context of the 
Bleach anime, where everyone’s 
basically a flying, superpowered 
samurai, this makes sense. 

But it’s totally counter to the 
plodding, grueling pace of most 
Dynasty Warriors games. Even 
the boss battles, character 
voices, and extra content are 
proving to be pretty good. But 
I’m still waiting for the other 


shoe to drop.—McKinley Noble 


What You Have To 


What’s Damn Pretty See To Believe 


El Shaddai: 
Ascension of the 
Metatron (PS3) 

The first time I played Ignition’s 
El Shaddai, it was smack-dab in 
the middle of the 2010 Tokyo 
Game Show—and during the 
island metropolis’ hottest 
recorded summer to date. I 
bring this up because, trapped 
in the middle of over 200,000 
sweaty people, this action- 
adventure title’s jaw-dropping 
watercolor visuals served as 

a sort of dreamy, narcotizing 
oasis for me. Playing through 
the finished product for review 
has been just as pleasant an 
experience, and while I’m 
enjoying the fine-tuning that 
Enoch’s quest has received since 
I last saw it, it’s so much better 
playing it from the comfort 

of GamePro’s air-conditioned 
office.—Will Herring 
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Vanquish (PS3) 
Similarly to other great games 
from legendary developer 
Shinji Mikami, Vanquish at 
times seems just too crazy 
to be allowed, and yet, there 
it is: a Japanese spin on the 
cover-based third-person 
shooter, with a jet-powered, 
cigarette-smoking star 
power-sliding around a giant 
Russian spaceship after it just 
microwaved San Francisco. 

Oh, and giant Russian robots, 
cyborgs, and a president that 
looks like Hillary Clinton—it all 
feels like a wholly inappropriate 
allegory about the Iraq war. 
What? Exactly. But beneath 
this crazy window dressing is a 
very solid and original shooter 
that makes you feel like a total 
bad ass, taking down dozens of 
enemies and huge bosses with 
style—like you're some kind 

‘ - of break dancing anime super 

} a - weapon.—Emanuel Maiberg 


MICROSOFT 


eo 


System: & 


Microsof? 4 


1. Gears of War 3 

2. Dead Island 

3. Rise of Nightmares 
4.Warhammer 40K: 
Space Marine 

5. FIFA Soccer 12 


BEST-SELLING 


1. NCAA Football 12 

2. Kinect Adventures! 
3. EDF: Insect 
Armageddon 

4. Call of Duty: 

Black Ops 

5. Child of Eden 


“According to 
VGChartz.com 


@grumpgamer: 
Downloading Bastion 
now. Yelling at the TV 
doesn’t make it go 
faster. Just so 

you know. 


What’s Kept 
Us Playing 


F.E.A.R.3 (X360) 
I’ve played a butt-ton of first- 
person shooters this year— 
from riveting blockbusters 

like Killzone 3 and Crysis 2, 

to crushing disappointments 
like Duke Nukem Forever. 

And while F.E.A.R.3 certainly 
has its imperfections (an 
underwhelming storyline; 

short campaign length), its 
story mode is immensely 
entertaining, especially if you're 
playing alongside a buddy in 
co-op. There’s a number of 
things I like about F.E.A.R.3, 
but what’s really made a lasting 
impression on me is the game’s 
exceptional level design. Day 1 
Studios has put a tremendous 
amount of effort into not 

only diversifying the game’s 
vibrant environments, but also 
making them feel authentically 
weathered, lived in, and 
vandalized. For a horror game, 
F.E.A.R.3’s settings are anything 
but a bunch of dark corridors 
and sepia-colored boiler rooms. 
—Patrick Shaw 
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Ms. Splosion Man 
(XBLA) 
Despite Ms. Splosion Man’s 
aggravating, nonstop, 
belligerent references to 
wretched pop songs and 
movies, the sequel to Splosion 
Man is fantastic. It’s a vibrant, 
hilarious, and well-designed 
platformer that offers so much 
variety for a game where you 
can essentially only do one 
thing: explode. Thankfully, 
there’s also an option to mute 
Ms. Splosion Man. And for a 
smaller Xbox Live Arcade game, 
Ms. Splosion Man certainly 
doesn't feel small. In fact, you 
could think of it as a funnier 
Super Mario Bros. that’s even 
taken some inspiration from 
franchise juggernauts like 
God of War. The action-packed 
opening level, for instance, has 
you battling a towering robot 
that’s a direct reference to God 
of War's trademark boss battles. 
You don't even need to have 
played the original to enjoy this 
awesome game.—Patrick Shaw 
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Mass Effect & 
Mass Effect 2 (X360) 


Someone needs to help me. 
Mass Effect and its complicated 
character relationship angles 
have had my wheels spinning 
for the last year or so, and with 
Mass Effect 3 this much closer, 
I've started from scratch yet 
again. Now, instead of a sexy, 
African American, green-eyed 
female Shepard who’s been 
faithfully involved with Liara, 
I’m playing a grizzled male Taye 
Diggs lookalike who’s cheating 
on Ashley Williams with either 
Tali or Miranda. (I’ve haven’t 
decided yet, but that Quarian 
booty is looking pretty sweet.) 
Damn you, BioWare! Damn 
your wonderful game and your 
addictive, branching storylines. 
At this rate, I’m going to max 
out the amount of save files I 
can get in both games and have 
to buy a second hard drive disk. 
—McKinley Noble 


Why Did We 
Love The Original 
So Much? 


What We’ve Gone 
Back To 


Forza 3 Motorsport (X360) 
I'm a diehard Gran Turismo fan. I remember the first time I saw a 
demo of the game when I was still working at IGN in the late ‘90s: 
I had a pants-filling nerdgasm. It was the racing game I'd been 
waiting for my entire life. Ever since then, every new generation 
of Gran Turismo has been an event...until the latest version, which, 
while technically brilliant, was just plain disappointing: stunning 
audio-visuals and great handling engine, but confined within clunky 
and old-fashioned presentation layers and a game framework that 
seriously needs overhauling. After a few months of play, I was bored 
of it.... So | went to E3 in search of a new racing love, and after seeing 
Forza 4, my head was seriously turned. It looks effin’ awesome! But 
it's not out until October. So what better way to prepare than playing 
through Forza 3 and building up a garage of cars that I can port over 
to the new game? And that’s what I’ve been doing for the past few 
weeks. It’s definitely fun, and I love the online auction hall, which 
I've been using to flip cars for serious profit, helping me swell my 
collection of world-class motors well beyond my race earnings. Roll 
on, October!—Jaz Rignall 


Earth Defense Force: 


insect Armageddon 
(X360) 
The original EDF is completely 
terrible at times, but its cheesy, 
over-the-top explosiveness 

is surprisingly fun with a 

friend. But the sequel, Insect 
Armageddon, fails to capture 
what makes blowing away wave 
after wave of bugs so great 

(or at least tolerable). Sure, it 
looks and controls a lot better, 
but there are only 15 levels 

this time. Individually, they’re 
significantly longer, but the 
game seems to want to just copy 
and paste what worked before 
instead of trying something 
new or interesting. The leveling 
system doesn’t feel as rewarding 
(since only specific classes can 
use the weapons you find), and 
it’s not in any way worth trying 
to play this solo. Now, if I could 
use Red Faction: Armageddon’s 
arsenal of destructive weaponry 
in this game, I might feel a little 
differently.—Justin Haywald 


NCAA Football 12 
Poor NCAA Football 12 has 
always been the black sheep 
of the EA football family; the 
opening act before Madden’s 
main event. But lately, it’s 
surpasses Madden ina 
number of key ways: it has an 
outstanding Dynasty Mode that 
does a great job of capturing the 
realities of recruiting; a much 
better system for defensive 
audibles; and most importantly, 
better atmosphere. It is a 
college game after all. 

In many other ways though, 
it still has a long way to go. 
Lengthy load times, flat 
presentation and a host of 
glitches holds NCAA Football 
12 back from reaching its 
true potential. As of this 
writing, NCAA Football 12 is 
still wrestling with a glitch 
that renders one of its key 
features—custom playbooks— 
spotty at best. And yet, I’m 
about to wrap up my third _ 
season in Dynasty Mode. I’ve 
even gone so far as to download 
my school’s songs so I can put 
them in the game. So | ask: 
is NCAA Football 12 just that 
good, or am I just that crazy for 


football?—Kat Bailey 
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NINTENDO 


State 

ofthe 
System: 
Nintendo 


UPCOMING GAMES 


1. Star Fox 64 (3DS) 

2. Bit-Trip Saga (3DS) 
3. Aliens: Infestation 
(DS) 

4. Dragon Quest 
Monsters Joker 2 (DS) 
5. Kirby: Mass Attack 


BEST-SELLING : 


1. Just Dance 2 

2. Zumba Fitness 

3. Mario Kart Wii 

4. Wii Sports Resort 
5. The Legend 

of Zelda: Ocarina 
of Time 3D 


Oo erheard on Twitt 


@soulkhan: #idedi- 
catedthiscupofhenny 
| to the time I got 
braindead drunk off a 


bottle and collaspsed 
pantless outside my 

| dorm room holding a 
Wii controler. 


Demo That’s Got 
Us Excited 


It may be over in about the time 
it takes to microwave a bag of 
popcorn, but the playable demo 
of Resident Evil: Revelations 
included with Resident Evil: 

The Mercenaries 3D is pretty 
impressive. It allows you to 
briefly explore Revelations’ 
“abandoned” cruise ship as 
Resident Evil’s tight-clothed 
leading lady, Jill Valentine. 
Eyeless, pale-fleshed humanoid 
monsters show up to the party, 
too. I don’t know if anything 

I played was particularly 
innovative, but placing the next 
narrative-driven Resident Evil 
game on a boat in the middle 

of the ocean is a great idea. The 
claustrophobic setting offers 

no escape from whatever else is 
onboard with you. Revelations 
also sports shockingly high-res 
visuals on par with the series’ 
console releases. RE fans should 
definitely keep an eye out for 
this.—Patrick Shaw 


What We’ve Gone 
(Way) Back To Play 


I was never fortunate enough 
to wander into an arcade 

(when you could still find one) 
that had Chiller. The game’s 
ridiculous: Using a lightgun, you 
mutilate half-naked prisoners 
by shooting at medieval torture 
devices. So while researching 
Chiller for this month's “Then 

& Now’ on torture in video 
games (see: page 20), I had 

to resort to the NES version. 
And boy, is it a turd. Especially 
compared to what’s shown in 
the online videos of the original 
arcade version. Playing the 

NES version, however, made 
me realize how lucky we are 

to live in an age where console 
versions of arcade games look 
just as good.—Patrick Shaw 


What Soothes My 
insomnia 


Punch-Out!!, The Legend of 
Zelda, and Excitebike are a few 
of classics that sucked up my 
virtual dollars when I recently 
downloaded a bunch of NES 
Virtual Console titles for my 
girlfriend. Playing them during 
the day never lasts more than 
an hour, but when it’s 3 in the 
morning and I can’t catch a 
wink, Excitebike has been the 
perfect insomnia counterpart. 
I greet the dawn frustrated as 
hell because | can’t get third 

on the final stage, but it’s way 
better than lying in bed not 
sleeping. I feel more productive. 
—Olivia Hubert 
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Do a Barrel Roll! 


Star Fox 64 3D (3DS) 
When I hear the voices in Star 
Fox 64 3D, I can’t help wincing. 
They are almost exactly the 
same as the original, but just 
different enough to grate. | 
suppose that’s the risk you run 
with the remake of a beloved 
classic like Star Fox 64—any 
little change will do nothing but 
tick off the fans. At the same 
time though, there’s no denying 
that this is one pretty N64 port. 
If you're wondering why, just 
look at the lovely landscapes 
of Katina; snowy Fichina; or 
the colorful nebulae of Sectory 
Y. Add in some excellent 3D 
effects, and it’s worth checking 
out Star Fox 64 3D for the 
new looks alone. Just don’t be 
surprised if you find yourself 
grimacing when Peppy tells you 
to do a barrel roll.—Kat Bailey 
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What We Can’t 3 
Believe We’re 
Playing Again : There Wii Go 


Kirby’s Dream Land 
(Virtual Console) 
While I might think that 
there's really nothing I want 
to play again on the original 
Game Boy, Nintendo keeps 
reminding me that they made 
some pretty fun titles back in 
the day. The latest I tried out, 
and Kirby’s first appearance in 
a game, is incredibly simple and 
very short. But it’s fun to look 
back on this piece of gaming 
history and see the inspiration 
for Kirby’s future powers and 
the early designs for enemies 
he would face. And I'll admit 
it, turning on “Hard Mode” 
(press A+Up+Select at the start 
menu) ramps up the difficulty 
a little too high for me. That’s 
how games used to reward you 
for finishing them: by letting 
you play again, but utterly and 
completely destroying you in 
the process.—Justin Haywald 


it’s All Over For This Nintendo Generation 
I had to tweak my home entertainment setup recently to accommo- 
date a new receiver, and while I was sorting through the spaghetti of 
wires and plugging everything in, I realized I needed to remove some 
of the gear I have surrounding my TV. But what? I couldn’t figure 
out what to do until my ever-practical girlfriend said bluntly, “When 
was the last time you used the Wii?” And that’s when I realized: I 
haven't used it in months and months...and when I really thought 
about it, not for a couple of years. There are no games that interest 
me on that system, other than the very, very occasional novelty thing 
that’s more for laughs than serious play. So I packed up the machine, 
and | haven't even missed it. I think that’s such a massive, massive 
shame—the system had so much promise. It could have delivered so 
much, but so unbelievably few games really ever did. Nintendo sold 
so many Wii systems, but it makes me wonder how much they really 
got used. Let’s hope Wii U doesn’t go the same way....—Jaz Rignall 


MOBILE 


Base 


Siate 

of the 
System: 
Mobile 


UPC 


1. Emissary of War 

2. The Walking Dead 
3. Jurassic Park: 

The Game 

4. Epoch 

5. Junk Jack 


BEST-SELLING MOBILE e 


1. Angry Birds HD 

2. Pirates! 

3. Angry Birds 
Seasons HD 

4. Angry Birds Rio HD 
5. Cut the Rope HD 


“According to iTunes 


@piratesyar: Yeah, | 
named my character 
in Pirates! after the 
Dread Pirate LeChuck. 
What are you gonna 
do about it? 


What’s Kept 
Us Playing 


As 


00:08,753 


Normally I can’t stand games 
built around tilt controls. But 
the seat-of-your pants thrills 

of Breitling Reno Air Races, 
brought to rather stunning 

life graphically on the iPhone, 
is making me rethink my 
prejudice against the control 
layout. If you've never seen the 
real-life version, it’s an insane 
event where pilots take souped- 
up prop planes, usually built 
from the frames of classic WWII 
fighter planes like the P-51 
Mustang, through an insanely 
tight course of pylons while 
flying mere feet off the ground. 
This app captures the spirit so 
much that you may want to 
keep an airsickness bag handy 
as you swoop low along the 
desert floor and turn and burn 
tightly through the course. It’s 
also a great game for showing 
off to your non-iPhone gaming 
friends just how far visuals have 
come on the portable device. 
—Tom Price 


Breakout came out before I 
(and some of you, I imagine) 
was born, and there have been 
endless adaptations of it since. 
If you've played any of these 
block-breaking games, you've 
pretty much played them all, 
including Block Breaker 3. That 
said, if you're on the go and in 
need of a self-esteem boost, or 
your eyes are dry and require 
saccharine stimulation, Block 
Breaker 3 will hook you up with 
all the Eurotrash-flavored block 
breaking you can stomach. 
Similar to Peggle, what Block 
Breaker 3 lacks in gameplay 
depth it makes up for with an 
endorphin overdose of bright 
colors, dance music, and huge 
high scores that mean nothing 
but make you feel like an 
accomplished human being. It’s 
pretty dumb. And awesome. 
—Emanuel Maiberg 


I had no idea that Remedy 
Entertainment—the people 
that brought us Max Payne 

and Alan Wake—originally cut 
their teeth on a top-down car 
combat game that featured 
Duke Nukem as a special 

boss character. Now that a 
gorgeous version is available 
for iPhone, which is full of the 
kind of racing/shooting combo 
gameplay that I love, there’s no 
reason for you not to know as 
well. Lots of different tracks, 
vehicles, weapon upgrades, and 
game modes make this more 
than just a simple car-combat 
game. It’s a gorgeous one as 
well. It really only suffers from 
the same control frustrations 
that a lot of touchscreen 
games that feature a virtual 
analog thumbpad do. It’s still 
surprisingly deep, and the 
inclusion of more cameos by 
video game characters makes 
for fun surprises as well. 
—Tom Price 
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I hate complaining about games 
being too hard, because it 
makes me sound like a wimp. 
And considering what I do for a 
living, it’s also not a good thing. 
But Feed Me Oil is almost too 
hard. It may almost break me 

at times, forcing me to chicken 
out and ask the game for hints. 
But when I do solve a seemingly 
impossible puzzle, the 
rewarding feeling of triumph 

I get is much stronger than 
anything Angry Birds is capable 
of. Getting the oil from the 
spigot to the monsters mouth 
seems impossible at times, but 
clever use of the tools that will 
manipulate it around the level 
is what the puzzles are based 
on, and they never seem unfair. 
Some people might give up on 
it early, but if you can master 
what the game has to offer, 
you ll feel like a true puzzle 
master.—Tom Price 


I have a soft spot for Spiderweb 
Software. The publisher of the 
Avernum series, Spiderweb 

is dedicated to making old- 
school RPGs. Gotta respect 
that. Their latest is Avadon: The 
Black Fortress, which came out 
earlier this year for the PC and 
Mac. Visually, it’s similar to the 
old isometric RPGs of the late 
1990s/early 2000s (the sound 
that plays when you grab a 


potion is even similar to the one 


from Baldur’s Gate/Icewind Dale). 


That’s not where the similarities 
end with those BioWare games, 
either. Avadon packs a good 
story, smartly written dialogue, 
interesting choices (the game 
supposedly has numerous 


endings), and difficult, satisfying 


turn-based combat. I’ve had a 
great time with it, so much so 
that I call it the best RPG out 
there for iOS gamers. Pick it up, 
even if it’s a bit pricey for iOS 
at $10. 


—Jason Wilson 


What! Hate 
Myself for Playing 
Nonstop 


ARCADE 


There's nothing to be ashamed about playing a casual little title 

like Tiny Tower, in which you construct a high-rise building by 
stacking new floors onto old floors to satisfy various demands (retail 
stores, restaurants, apartments, indoor minigolf, etc.). But there 

is something wrong with the obscene number of hours I’ve poured 
into restocking merchandise, chauffeuring visitors to various floors, 
and saving up Tiny Tower's currency, called “bux.” Seriously, I play 
this game way too much...and I can’t stop! The scary thing is I’m not 
sure if the game ever truly “ends,” but I will call it quits once I fully 
upgrade my elevator and build my 50th floor. Either that or I’ll tightly 
cling to my iPhone and throw both of us off a real high-rise. 
—Patrick Shaw 
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What Makes My 
Head Hurt 


Street Fighter IV: Volt looks and feels worse every time | play it. Most 
of the animation is jilted and choppy, and almost every time I try to 
pick a match online or via Bluetooth, throwing a fireball freezes the 
game long enough for me to read a magazine. And yet, I’m stilling 
chugging through it because I want to beef up my little avatar in the 
Wandering Warrior mode. It’s a diabolical addition that forces you 

to keep playing, even when you're tired of dropped matches and the 
washed-up graphics. Honestly, if The King of Fighters-I 002 just copied 
that one specific gameplay mode from Capcom, I'd probably never 
play Volt again. Oh, well.—McKinley Noble 
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All right, let me throw a 
scenario at you: Youre stand- 
ing on a nondescript, vacant 
black platform. To your left, a 
staircase that leads nowhere; 

to your right, a sudden drop- 
off that ends in an ominous, 
bottomless void. Then, out of 
nowhere, some omniscient, un- 
seen puppeteer pulls back your 
fragile reality, revealing three, 
then five, then seven alternate 
planes on all sides of you that 
you can only reach with their 
benevolent, swiping touch. The 
planes constantly shift around 
you, creating new opportunities 
and paths and destroying those 
that you just narrowly escaped 
from moments ago. That’s what 
I feel like every time I boot up 
Continuity 2: The Continuation— 
like some lone cog in a horrible 
existential machine. Oh, but it’s 
pretty fun, too.—Will Herring 


I’m a hardcore Words with 
Friends fanatic. I’ve easily 

sunk hundreds of hours into 
the superior clone of Scrabble, 
so when Zynga with Friends 
(formerly New Toy) announced 
a new game in the vein of WWF, 
I was pretty f***ing excited. 
And this was the week before 
E3. But after playing Hanging 
with Friends since its release, 

I feel that—even though it’s 

a much more sophisticated 

and enjoyable version of hang 
man—the game's just not 
anywhere as fun as Words. 

It becomes more a game of 
spelling out obscure words and 
using lifeline-like special items 
than the strategic, back-and- 
forth word battle that is Words 
with Friends. The game’s also 
insanely buggy (though recent 
updates have cleared up a lot of 
these issues).—Patrick Shaw 
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EDITION 
NDED AND THEATRICAL : 


OWN THE 
BLU-RAY COMBO PACK 


« DVD 10/4 


Aliso Available on Digital Download 


Go to GamePro. /FastFive to Win a 
PSS" and Fast Five Blu-ray” Combo Pack 


www.fastfivemovie.com | www.facebook.com/fastandfurious 
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EXTENDED VERSION 


UNIVERSAL A NOT RATED 
ener aa FT INTENSE SEQUENCES OF VIOLENCE AND THE UNRATED VERSION CONTAINS MATERIAL | 
soins Scena ORIGINAL FILM — | Action, SEXUAL CONTENT AND LANGUAGE | | DIFFERENT FROM-THE ORIGINAL PG-4 RATED VERSION 


© 2011 Universal Studios. All Rights Reserved. THEATRICAL VERSION 


1. Warhammer 40K: 
Space Marine 

2. Dead Island 

3. Might and Magic: 
Heroes VI 

4.Red Orchestra 2: 
Heroes of Stalingrad 
5. Tropico 4 


1. Call of Duty: 
Black Ops 

2. Civilization V 

3. Deus Ex: 

Human Revolution 
4. Dirt3 

5. Call of Juarez: 
The Cartel 


“According to 
GamesDownloads.com 


Overheard on Twitter 


pee, 


@GarnettLee: 

Keep thinking I'd like to 
try League of Legends. 
That’s a bad idea, 
though, right? 


Terraria 
Man, I just can't get into 
Terraria. And I’m disappointed 
in myself for not being able 
to do so. I'd like to think of 
myself as a champion for the 
indie developer. Terraria’s 
Re-Logic has captured many 
with its Minecraft-as-2D-side- 
scroller. But after playing it for 
a few hours, digging into the 
ground and rock formations for 
resources, fighting little green 
gobs of goo, and exploring 
the world, I hate to admit 
it—what’s fascinating legions 
of gamers has left me bored. 
Maybe I just need to give 
Terraria more time. Or maybe 
it’s not a game for me, as sad as 
this makes me feel. 


—Jason Wilson 


ns 


Spiral Knights 
I feel guilty complaining about 
a free game, especially when I’m 
playing it on Steam, a gaming 
community where I don’t pay 
a dime to interact with other 
players. But it’s not hard for me 
to kvetch about Spiral Knights— 
this game stinks. I realize it’s 
garnered a number of rave 
reviews, but I don't get it. The 
action-RPG gameplay is boring, 
the world is uninteresting, 
and the colors annoy me. The 
worst part are other players; in 
the dungeons I played in, the 
players ran around gathering 
loot instead of killing en- 
emies—even though the game 
splits up minerals and crowns 
among players and passes out 
items randomly! Serves those 
loothogs right. I realize this is 
a multiplayer experience, but 
playing Spiral Knights has con- 
vinced me that action-RPGs are 
best played as co-op couch trips 
or single-player romps. 
—Jason Wilson 


Aipha Protocol 
Obsidian Entertainment’s spy- 
centric action-RPG got quite 
a bit of flak upon its original 
2010 release. And after a few 
hours of playtime with Alpha 
Protocol's PC port, I can safely 
say that much of it is very 
well deserved. But, for every 
one of its graphical glitches or 
instances of enemy A.I. idiocy, 
there's a solid story twist or 
interesting gameplay option 
immediately around the corner 
that almost always makes up 
for any shortcomings. Alpha 
Protocol is one of those (many, 
many) titles that I pick up on 
the cheap during a sale, play 
through, really enjoy, then 
wonder why I passed it up when 
it first came out. I’ve gotta 
break this cycle.—Will Herring 


What We’ve Gone 
Back To 


Now that’s it’s free, TF2 is getting renewed interest from many 
gamers. I’m interested to see how the team-based FPS changes with 
the expected flood of new players. When I first started playing the 
game in 2007, I fell in love with sniping, spying, and engineering. But 
after playing for years at a pretty elite level, I got tired of confronting 
players who were equally experienced and well versed in the quirks 

of the game. Easy kills became scarce, and seemingly everyone knew 
how to tber-rush correctly. Now new players, new maps, and new 
weapons are providing some fresh air to the game, giving old players 
like me new challenges and new tools to learn. Now when I see an 
enemy of any class, I can’t be certain of their payload. And with the 
game's strange focus on hats, I also can’t be certain of their headwear. 


—Chris Holt 


What Haunts My 
Dreams 


It’s hard to believe that there’s 
any room left for another 
match-three or match-four 
game on the market, but by 
taking the familiar formula and 
making it three-dimensional, 
Manic Games Studios has cre- 
ated a new and dangerously 
addictive little package. The 
question isn’t if it’s worth your 
time. It clearly is. The real ques- 
tion is if—for only 10 dollars— 
you re ready to spend every 
free second you have in front of 
your computer, dominated by 
Critical Mass. It might be a blas- 
phemous comparison, but this 
is an obsession of mine that’s 
nearing Tetris proportions. 


—Emanuel Maiberg 


What We’ve 
Stopped Playing 


Civilization is among my 
favorite series in gaming. I’ve 
been playing since Sid Meier 
released the first game back 

in 1991. I knew going in that 
Civilization World wasn’t going 
to be a straight Facebook port 
of standard Civilization, but I 
was expecting something that 
at least resembled the game 

I've loved for all these years. Civ 
World isn’t Civ, but I shouldn’t 
hold that against it. It turns 
some aspects of Civ into a 
community affair—you join 

an empire with other people, 
working together to win a given 
era by developing technologies 
together, building wonders 
together, and fighting wars 
together. Thus far, the folks 
playing in my Civ aren’t working 
together well, so our Civ isn’t 
advancing very far. I wonder 
how long it’ll take to get them 
to realize that we need to work 
together?—Jason Wilson 


Yeah hy Sain See” 
: . oe 


ANALYSIS 


BULLET 
POINTS 


The nitty-gritty details 
from 


Pac-Man & Galaga 
Dimensions (3DS) 
“For the best, and cheap- 
est, example of retro 
Namco in 3D, you might as 
well download 3D Classics 
Xevious from the Nintendo 
eShop, because there's not 
much definition in these 
dimensions.” 


PROS: Pac-Man: Tilt is cute ‘nr’ 
clever; 3D effects help make 
the classic games 

more interesting. 

CONS: Galaga: 3D Impact 
doesn't last long; the older 
games are a bit too tiny on 
the 3DS screen and are more 
like novelties. 


“Super Soldier aciiraby S 


aiegtibi to createa 


From Dust (X360) 
“It remains an impressive 
and well-thought-out of- 
fering that delivers a truly 
original and memorable 
strategic experience, even 
if interface and pacing is- 
sues help keep it from feel- 
ing quite as monumental 
as its inventive abilities.” 


PROS: Wonderfully original 
strategic experience; reward- 
ing scenarios that often let you 
fail and learn from mistakes. 
CONS: Some interface and 
camera issues; no middle 
ground between very easy 
and seriously challenging 
tests; villagers can be down- 
right idiotic at times. 


Kkkk 


( S. poe 


birds eam 


butitsa aoney one.” 


Z PROS: Plenty: of different. 
| situations; classes each bring 
a something interesting to the 


NCAA Football 12 
(PS3/X360) 


“We're deep into this cur- 
rent console generation... 
So why does it feel like 

I'm playing a game that 
should have come out 

in 2008?” 


PROS: Excellent new tackling 
physics; custom playbooks are 
great addition; dynasty mode is 
still great. 

CONS: Lacks polish; poorly 
designed interface for 

custom playbooks; not a lot 

of reason to care about 
“Coaching Carousel.” 


kk 


, Harry Potter Deathly 
| Hallows: Part 20 
| (PS3/X360) 


“Once again, EABright 
Light has taken a wonder- _ | 


ful, thrilling Harry Potter 


film and savagely beaten | 
_ ittodeath with a Forbid- 

_ den Forest’s worth of 

ugly sticks.” oe 


PROS: Passable ioc acting: 
slightly improved design. 
_CONS:TerribleAl:tedious 
_ combat; disjointed versionof = 
_ the film's plot; dated graphics; 
Snneny: short for F $50. 


Catherine 
(PS3/X360) 


“Catherine is agame 


that’s about, and made for, 


mature gamers...because 
its short, tight design with 
challenging puzzles 
seem to want you to call 

it a night after finishing 
just one.” 


PROS: Suitable length; lots 

of nice little touches in the 
adventure portions; well-done 
dialogue and acting. 

CONS: Crushing difficulty: 
additional puzzles as the 

only bonuses can be a 

further turnoff. 


kkk 


"Earth Defense 
] Force: Insect 


Bastion (X360) 
“Supergiant Games has 
created an outstanding 
experience that raises 
the visual and narrative 
bar for downloadable 
titles, and while it’s not 
the genre-changer that 
Braid may have been, 
it’s nonetheless a stellar 
first outing that does 
everything it attempts 
with wonderful finesse.” 


PROS: Incredible artwork; chal- 
lenging enemies; lots and lots 
of weapons and abilities; excel- 
lent pacing; great soundtrack; 
rich narrative supported by 
memorable vocal work. 

CONS: Isometric levels can 
occasionally be difficult to navi- 
gate. Autotargeting system is a 
little spotty in crowded battles. 


Kak kk 


‘Call of Juarez:The 
Cartel (PS3/X360) 


“W's shallower than the — 
shallow end of akiddie | 
pool during a drought, 
anddammit,itssucha _ 
disappointment because _ 


_ the series has delivered 
_ compelling storylines and — 
: cain up to this deel 


the main campaign; oles where ; 
| you get to shoot stuff aren't bad. 

_ CONS: Terrible setting, dialogue, ~ 
_ Storyline, and characters; repeti- 
_ tivesingle-player action;co-op 
is difficult tosetup;doesabso- _ 
- lutely nothing | new or innovative 1 
_ with the genre. © 


ce) 4 


Read these 


and more at 
GamePro.com. 


WWW.GAMEPRO.COM 


WHERE GAMERS 
CREATE THE 


O 


STORIES 


Human-shaped heaps of muscle with 
some hair piled on top and wearing 
American flags tend to blur together in 


Twenty years ago, GamePro 
TV made its debut, produced 
by Samuel Goldwyn Televi- 
sion. Weirdly enough, these 
were the same guys behind 
the American Gladiators 


show. What a shocking coin- 


cidence that it ended up on 
the cover of GamePro in the 
same month! We were also 
treated to a glowing preview 
of the Gladiators’ NES game, 
accompanied by an image of 
Gemini and Lace* chewing 
on copies of the magazine. 
If you ever wanted to see 
the American Gladiators 
pretending to eat old issues 
of GamePro, this was well 


worth $3.95. 


Ninja Gaiden III (the one that 
sucked) nearly received a top 
score and was held up as an 
example of how much ass 
the NES was supposedly still 
kicking. Zombie Nation also 
got ludicrously high marks, 
but we can probably chalk 
that up to our inability to 
recognize a giant severed 
samurai head saving America 
from zombie invasion 

by blowing up skyscrapers as 
anything but face-meltingly 
awesome. 


The letters column began 

to see the earliest flames of 
rivalry between Genesis and 
SNES loyalists, fanned by 

a first look at the Sega CD. 
Also, Bonk's Revenge earned 
a top score, which nobody 
really cared about on account 
of only three people ever 
bought a TurboGrafx-16— 
and that was probably 

by accident. 


BREAK THROUG 


one’s mind, —Scott Sharkey 
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AS 
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WE HE VERS oF SPEED. WE DEWIEES oF Beaty WER, Post 
(od AWAY, we ARE TOLD. TAKE yYouR HAND-STiIeHED 
LEATHER YOUR 6AS - GUZZLING VB. And youR 
TOXIC RUBBER WITH YOU. NO, THERE 15 HARDLY 

K PME FOR US ANYMORE. oT AMONe Ay) 

THE 9% COMMUTERS WBRr DS AND ELEERRIC. ScooneRs. 


NOT wh WS cpu, AGE OF SHETY DecpoleiBILITY 
AND RESTRAINT, WHERE PRICTICALITY Tynes ADRENALINE; 


were THE Reno OF MUES-PER-Cawwen 1S clAMPonED 
OVER — PPRSEPRWER-T0- WElér!T, AND TRAFIC CAMERAS 
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